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Note: in issue 
#32, we used 
the phrase 
“Denver's only 
Jewish church” 
in “Things To Do 
In Denver When 
You’re Undead, 
Part Ill.” As has 
been pointed 
out, it would Se 
the world’s only 
Jewish church. 
We apologize to 
all synagogue 
attendees for 
the Ovelsioitt 













Faux Pearls of Wisdom From the Editor 


Editorial 


“A Peaceful Transfer of Power” 


m. How am I going to do this? 


In order to protest the growing problem of rainfor- 
est clearcutting, | will be resigning as the editor of 
SHADIS Magazine, instead juggling cats in order to 
draw attention to the.... No. 


I have been offered a chance to fulfill my life-long 
dream. I will resign as the editor of SHADIS 
Magazine to tour with Greg Stolze and our arcano- 
punk band, Skin Integrity.... Nah. Can’t play the 


bass well enough. 


I regret to inform the gaming community that I have 
been fired, for cause, from AEG. Apparently the word 
"| inserted in the proof stage of issue 
#33, managed to sneak through to the printed version, 
and reliable reports indicate that a 14-year-old in 
Dubuque was exposed to the word in question. As the 
editor, the responsibility for this heinous.... Not that, 
either. Everybody knows you can’t get SHADIS in 
lowa. 


I just don’t have an exciting, world-shaking 
cause to go along with my announcement. Now 
that AEG is beginning to publish role-playing 
games, we need an editor for them, and you can't 
edit a magazine and an RPG line at the same time 
unless you’re twins. Accordingly, I’m going to 


= hand the reins over to Rob Vaux, the current 


sistant Editor, and go off into the RPG trenches. 
- to see the Legend of the Five Rings RPG in 
upplements periodically thereafter. 
be reviewing them, of course: our 
of Independence still holds, and cov- 
se limited to the number of pages it 
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‘ound at the magazine in an emeritus 
have a little influence on SHADIS's 
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The change will not be showing up on most 
people's mental radar. Rob and I have pretty sim- 
ilar tastes in articles, and — in the way that is 
swiftly becoming a tradition here at SHADIS — 
he’s been assuming more and more creative con- 
trol (and workload) over the last few months. 
When Jolly handed things over to me in issue 
#21’s editorial, he pointed out that I’d pulled 
together much of the previous three issues on my 
own. Rob’s done the same thing here at the end of 
my watch. Therefore, the 75% of our readership 
that doesn’t bother with editorials will probably 
never notice the change on the masthead, and 
this state of affairs is just fine with us. 


So you don’t have to worry about a big change 
in the magazine’s philosophy. There are some 
other sorts of changes afoot, however; next issue, 
we change paper. Brace yourselves, folks: next 
month during the Armageddon issue — 
SHADIS goes gloss. Yes, it truly is the end of the 
world. SHADIS not being printed on newsprint 
was in fact mentioned in the first draft of 
Revelations, but was cut when the editors deemed 
it too ludicrous ever to come to pass. 


“Wow, gloss paper! But what's the Armageddon 
issue?” Well, for Rob’s maiden effort as editor, he’s 
come up with a theme issue about the end of the 
world. It seems only appropriate that it should 
coincide with the Big Gloss Upheaval. And for 
those of you who have been around since the 
beginning: relax. Just because we're printing on 
gloss doesn’t mean that we can’t continue to be 
the best gaming magazine in the industry. We'll 
still be printing the useful articles and informative 
news and reviews you love. 


I have to go now. The RPG rulebook’s siren 
song beckons me, and | must heed its call. 
Anyway, Rob’s looking speculatively at my cap- 
tain’s chair again. 


Be seeing you. 


Cosmic Crusades 


The Evolution 
Science-Fiction 


enitenziagite! Watch out for the draco who 
cometh in futurum to gnaw your anima!” 


—The Name of the Rose, by Umberto Eco 


“What happens to the soul of a man who dies 
between the stars, far from his native world?” 
—"Who's There?” by Arthur C. Clarke 


I want to set down some thoughts about how to 
add detail to a spacefaring science-fiction RPG, 
with the historical development of religions. | 
drew my inspiration from the Dune novels and a 
look at how religions with recognizable elements 
from our day might change and spread 10,000 
years later, through the important influence of a 
space diaspora (a dissemination or spread of peo- 
ple). Dune mentioned many odd religious develop- 
ments such as the Orange Catholic Bible, the 
Missionaria Protectiva, the Dune Tarot, and a 
“Luddite” revolution against computers called the 
Butlerian Jihad. 


In this article, “people” means all beings of the 
same spacefaring species, as opposed to science-fic- 
tion “aliens.” A different religion may come from 
aliens, or just a different group of “people.” 


The Forces of Change 


Here are some general working assumptions, 
bearing in mind that we are talking about future- 
fiction here. Although some real-world cases are 
mentioned to illustrate general concepts, no 
offense to current religions or their truths are 
intended. 


1) Mutation 
No religion stays the same. Over the centuries, 
wars and the spread of a religion to new peoples 


VOLUME V © NUMBER IX 


of Religions in 
RPG Campaigns 


gradually mutate the “message.” The plausible 
lifetime for a religion as humans know it seems to 
be about 3,000 to 5,000 years, beyond which it has 
little resemblance to its forebear. 


Observe, for example, the Ethiopians who are 
Falasha Jews, a long-hidden Jewish tradition who 
know of the Torah, but not the Talmud texts. 
Some of the more Orthodox Jews are reluctant to 
recognize the Falashas as truly Jewish. The “part- 
ing of the ways” may have occurred 2,500 years 
ago or more. 


Hinduism has lasted a long time, although it 
has also changed by internal shifts in emphasis. 
The Hinduism of North India resembles an 
ordered pantheon with a few major “prime 
movers.” Hinduism in the southern regions of 
India has a greater number of goddesses, and more 
of the millions of possible Hindu gods. Each god 
had its origin as the patron spirit of one single vil- 
lage, or of a location, and Hinduism absorbed 
them all (accretion). 


A similar process occurred for Greek mytholo- 
gy (Athena the goddess for Athens, Poseidon the 
god of the sea, each of Jupiter’s human lovers, 
etc.) Each god and demi-god was at one time 
revered as the sole or major god of the locality, or 
represented a legendary hero or heroine. 


In one age, the Catholic Church allowed priests 
to marry (one Pope was even the son of another) 
and allowed abortions to occur up to “quickening” 
(20 weeks of gestation). One can almost speak 
about religion in evolutionary terms such as speci- 
ation, diversification, and natural and random 
selections. 


2) A Piece of the Action 
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new direction (syncretism). 


A prominent religious figure 
may find a way to do this, by 
changing or adding to existing 
doctrine (Joseph Smith of 
Mormonism, or Prince Gautama 
of Buddhism) or by fusing two 
existing belief-systems in close 
proximity (Guru Nanak of the 
Sikh religion, who drew from 
Hinduism and Islam). They will 
gain followers by being able to 
involve people of the present 
directly, in essence re-setting the 
calendar to Year 1 of a “new era.” 
The people are told they are at 
the crux or turning point of histo- 
ry, which holds strong appeal. 
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Sometimes they will violently 
denounce the precursor reli- 
gion(s). (Otherwise, why make a 
new religion at all?) Or, some- 
times they will make surprisingly 
generous overtures to the past, 
the better to give followers of the 
old ways a bridge to the new. For 
example, Guru Nanak empha- 
sized monotheism as in Islam, and 
yet at the same time, religious 
legend has it that millions of 
Hindu gods witnessed his birth 
and foretold his future as a great 
man (thus bridging the gulf 
between old and new). In anoth- 
er case, the apostle Paul appealed 
extensively to Greek-speaking 
Jews to have them adopt 
Christianity. 


3) The Faith Bazaar 


: , When there is more personal 

—— freedom, religions are no longer 
| Bee adopted through heredity, but through 
= free-market forces. No matter how 
odd or alien the religion, even if it 


comes from aliens, a small minority will be 
interested in adopting it. 





In Larry Niven’s Ringworld novels, for exam- 
ple, it was mentioned that a small number of the 
tiger-like Kzinti aliens became Kdaptists. Kdapt 
belief claimed that, since the Kzinti’s human ene- 
mies were winning so many interstellar wars, God 
must favor humans. Kdapt worship ceremonies, at 
the peak of a war with the humans, were per- 
formed wearing human masks, hoping to fool God 
long enough to win favor. Speaker-to-Animals 
(later called Chmeee) revealed that he had been 


The urge to revamp a religion is strong. Claims 
of religious miracles or momentous events in reli- 
gious history — involving a semi-legendary past 
— tend to minimize the worshippers of the staid 
present-day. They wonder why they are not them- 
selves privy to miracles or massive revelations in 
“interesting times.” Therefore, one method of reli- 
gious revival is to take existing beliefs and com- 
bine them with new ones, to steer the ship in a 
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raised a Kdaptist, although the teachings did not 
“take.” The majority of Kzinti despised Kdaptists. 


Even in our own history, radical shifts have 
been observed. There was an invasion of Eastern 
religions into North American youth in the 
1960's, although not all these philosophies are 
considered religions in the Western sense. Some 
African-Americans have converted to Islam, for 
reasons tied to a belief in an ancestral link to 
Islam, or a belief that Islam has never oppressed 
Africans. In Japan, people are comfortable with 
many religions at once, marrying as Buddhists but 
undergoing Shinto funerals when they die. 


4) To the Stars 


Space travel causes many changes, some to the 
nth power. Anything can happen. If a tiny and 
weird religious minority moves off and colonizes a 
favorable planet, they may later number in the 
billions and occupy an entire arm of space, all 
with this particular religious character, and 
become a local majority. Perhaps only a persecut- 
ed religious minority, like latter-day Puritans, are 
motivated enough to make the Big Jump to a dis- 
tant colony. 


Any time there is no more cultural contact 
with the rest of space, a state of isolation exists. If 
a planet or sector is cut off, isolated from inter- 
stellar cultural currents, their religion will drift or 
severely mutate from the norm. Religions caught 
together on an isolated planet may fuse peaceably, 
or conversely blow the entire planet to nobody’s 
“Kingdom Come”. 


There is another effect: space secularizes peo- 
ple. Unless one is running a fantasy RPG cam- 
paign, hyperspace jumps and cures for the 
Arcturus Plague are not achieved through Oms, 
Koans, Insh’Allahs or Hosannahs! To be able to 
move great distances within the cosmos, and to 
exploit (or prevent the exploitation of) its proper- 
ties to suit humans, the Scientific Method must be 
turned to as the methodical way to construct the- 
ories and test observables. It therefore becomes 
the most efficient way of arriving at the nature of 
physical reality. The truth of a thing will be tied to 
its proven effectiveness instead of dogmatic belief. 


In such an environment, religion retreats from 
the causal to the spiritual, emotional, or behav- 
ioral. It becomes more personal, less the product 
of public interaction with the world and with oth- 
ers, and people abandon one ancient use of reli- 
gion as an attempt to explain previously unex- 
plained physical phenomena.The harsh environ- 
ment of space and the relentless physics of lack of 
fuel, food or oxygen may also drive home the 
point that miracles won’t happen. Only personal 
effort and resources count, despite all the com- 


“My God, It’s Full of Stars.” 


forting wishing for the preservation of life. 


Conversely, such circumstances may lead to 
fatalism and a warrior-religion like Zen Buddhism 
or Klingon beliefs in Star Trek. They may seriously 
want to seek death in battle rather than die horri- 
bly in a banal, accidental decompression or a crash 
instead. 


5) Politics 

Religion can cause grave conflicts. More cor- 
rectly, religion granted temporal or secular power 
will assert itself over people's lives, or be affiliated 
too closely with a ruler. A conflicting religion will 
annoy the powers that be. If there is a government 
of guaranteed religious neutrality or secularity, 
then religions may coexist peacefully, and this has- 
tens the speed of some of the previous effects. 


The Inevitable Random 
Tables: 


So, how do you generate a religious “history” of 
future space? The sharpest religious divisions 
might be between human and various alien out- 
looks. Within each intelligent species, a unique 
history may be developed, where some religions 
survived and some didn’t. 


This is a product of random selection, rather 
than natural selection, for | would hesitate to 
claim that there are specific traits which ensure 
the survival and spread of specific religions. Most 
disseminations and conversions have been inti- 
mately tied to the unrelated parallel business of 
the fortunes of war or politics, or the filling of eth- 
ical vacuums. 


For example, in a decadent and ethnically con- 
fused Rome, many cults, including the cult of the 
sun-god Mithra or Mithras, were contenders to be 
the dominant religion of the Empire. Christianity 
only happened to win out. A non-violent 
monotheistic cult, no matter how sublime its con- 
cepts, may have been smashed by the more expan- 
sionist Mongol culture nearby and its “barbarian” 
religion. In another case, Zoroastrianism, a reli- 
gion of peaceable and life-affirming concepts, was 
hounded out of Persia by Islam, and its remnant 
settled in India instead. 


Therefore, for a species and planet or a specific 
spatial region, decide the religion’s basic type. This 
is my rough classification system, contrived to 
come out to exactly ten categories, although some 
religions may fit in more than one category. 
Choose one, or roll on the Base Religion Table. 


Base Religion Table 
(Choose, or roll 1d10): 
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1, Animism: A belief that spirits or occult phe- 
nomena exist, tied to every single object, living or 
non-living. Larger or more important objects have 
more powerful spirits. Beliefs about what these 
spirits mean to people and their conduct are not 
well systematized. Examples: cave-man beliefs, 
some African religions. 


2. Spirit Religion: A form of Animism where 
certain spirits are emphasized, and the idea that 
these spirits intimately influence people is 
advanced. A prominent priest class to manage the 
details may appear for the first time. Examples: 
Shinto (which in fact combines Animism and 
Polytheism), African religions, Voodoo, spiritism 
and the “Latcher Cult” (see below.) 


3. Polytheism: A belief in many gods of greater 
power and influence than is normally attributed 
to spirits. There may be a hierarchy of gods and 
spirits. To varying degrees, these have a message 
or seek to guide people. Examples: Hinduism, 
Mayan religion. 


4. Pantheon: A fixed and well-developed order 
of gods by functionality, who may be in conflict to 
mirror tensions in the forces of nature. Small-scale 
spirits may not exist at all. A pantheon may be 
“bipolar”, having as few as two gods: one for 
Good, another for Evil (for these are the ultimate 
moral and behavioral functions). Examples: 
Greek, Chinese, and Viking mythology. 


One could have different “teams” of gods in the 
pantheon. As a wild example, a group of aliens 
could believe in a Tricameral Pantheon. Each 
“team” of gods represents greater and lesser gods 
for Good, Evil, and the bizarre alien concept of 
“Pruignath,” which is neither, and represents an 
alien statement of a remaining, uncaring compo- 
nent of insane, random Mother Nature. 


5. Monotheism: The belief that the universe is 
unified under the control and purview of a single 
God (hence, the word can only be a proper name 
and is capitalized). In the Western World, this is 
the type most familiar to people, although the 
details tend toward a bipolar pantheon of beings 
for Good and Evil. Examples: Judaism, 
Christianity, Islam. 


One advantage of monotheism is that different 
people and even aliens may rally under the same 
banner. If a people sincerely believe that there can 
only be one God in the cosmos, even for the alien 
species they have contacted, and are prepared to 
engage in the emphasis of common ground (ecu- 
menism), then the concept unifies them, maybe 
even fuses them. 


6. Supernaturalism: The rejection of powerful 
deities or spirits controlling persons, but the affir- 
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mation of various paranormal influences upon 
people. What these mean for people and their 
conduct may vary widely. Examples: UFO reli- 
gions (such as the Raelians in France and Canada, 
the Aetherius Society, Unarius); mentalism or 
beliefs in psychic phenomena; astrology; auras; rit- 
ual magick; etc. 


7. Personal Transcendence Religion: The 
rejection of ultimate, controlling deities, but the 
affirmation that spirits, great or small, or supernat- 
ural visitations, represent only other people in 
transformed states. It is believed that people will 
eventually achieve some sort of heaven or perfec- 
tion through enlightenment or good works, and 
only by their own efforts, since higher beings can 
not aid them directly. Example: Buddhism. 


8. Psychologism: A rejection of theism or 
spiritism, but belief in self-improvement and even 
supernatural transcendence through psychological 
techniques which themselves are occult, i.e. not 
founded on any scientific process or rules of evi- 
dence. Examples: EST, Scientology. 


9. Atheism (or Non-Belief): Atheism is a 
Greek word for “no god(s)”, but this could also 
apply to Buddhism or Jainism. Here it is used to 
mean no belief in gods or spirits or paranormal 
processes of any kind. The physical world is seen 
as just being there, to be dealt with as it is, and 
people are encouraged to set their own goals and 
conduct in the most auspicious way. Atheism was 
probably first expressed publicly by the ancient 
Greek, Protagoras: “Man is the measure of all 
things.” 

In cross-cultural contacts between aliens or 
people of vastly different religious belief, the only 
common ground may be a tacit refusal to discuss 
religion, to stick to material issues of trade or 
cooperation. Hence, non-belief becomes the 
assumed basis to achieve a mutual goal. 


10. Radicalized Materialism: This is my own 
science-fiction concept of a category of strict 
non-belief. RadMats believe not only that all the 
universe is unified and strictly material, but super- 
natural belief is the only evil force there is. This 
may have taken root when advanced space cul- 
tures doing planetary surveys constantly observed 
a link between religious beliefs and technological 
primitivism and misery, or had experienced a hor- 
rendous past war along religious lines. RadMats 
have respect for science, non-believers and 
free-thinkers, but fanatical rejection of any kind of 
occultism: for example, blowing up the offices of a 
Web-newspaper just because they carry an astrolo- 
gy column. 


RadMats often verge into occult and less-than- 
mellow rituals of their own. For example, if they 
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accept that they will have a limited and final lifes- 
pan, they may leap into occult corollary beliefs in 
fanatical self-improvement, for “you only live 
once.” It would be as if AbFlex exercise machines, 
Tony Robinson motivations, and courses on speed- 
reading or quick math were sermons inflicted upon 
all, instead of simply products to be sold in 
late-night infomercials. 


A youth rebellion against RadMat would be 
interesting. They might go back to religion or sim- 
ple non-belief and would annoy the older, “ortho- 
dox” RadMat generation, or the youthful aim may 
simply be to be less “uptight”! 


Example: Communism had a touch of the 
RadMat attitude in it. 


Add details to the selected Base Religion Type 
as you see fit. 


Now that you have a religion, you may consider 
how far or in what way it propagates. Here is a sim- 
ple scheme: roll or choose on the Propagation 
Table, and follow up on the Mutation Table or 
Isolation Table if directed. Making a choice is 
preferable to rolling, since each item in the tables 
will not really have an equal chance of occurring. 
The purpose of the tables is to stimulate thought 
on how to project a religion into the future. The 
reader could construct more elaborate situation 
tables of his own, each item having a different per- 
centage frequency. 


Propagation Table 
(Choose, or roll 1d10): 


1. Propagates modestly through space (follow- 
ing the colonization route of the species). 


2. Propagates modestly through space (go to 
Mutation Table). 


3. Propagates widely through space (go to 
Mutation Table). 


4. Propagates widely through space, and devel- 
ops a modest following among aliens encountered 
(consult the Mutation Table for the way the aliens 
practice it). 


5. Propagates widely through space, and devel- 
ops wide following among aliens (consult the 
Mutation Table for all followers). 


6..A form of the religion (perhaps reduced to its 
basics) has gained a universal foothold in the RPG 
campaign's region of space (go to Mutation Table). 


7. The religion has not done well; it is limited 
to a few systems or one planet (go to Isolation 
Table). 


8. The religion is in retreat even on its planet of 
origin, or that planet is cut off from interstellar 
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contact (go to Isolation Table). 


9. The religion goes extinct except as a series of 
legends, or remains only in a small region of a 
planet (go to Isolation Table). 


10. The religion goes completely extinct by the 
time of the game campaign, and is no longer even 
known (but may have left art treasures or riches to 
be found by space archeologists). 


Mutation Table 
(Choose or roll 1d10): 


1. Orthodoxy: Great respect for the religion as 
it is, as a stable moral center. Absolutely no 
changes regardless of technological or cultural 
currents. 


2. Fanaticism: Strict adherence with the urge 
to convert others. Religion spreads because of vic- 
tory in war or economic domination or some 
other physical advantage of the religious group. 
New emphases may be added to suit the culture of 
the expansion. Example: Islam after its origin, 
Christianity brought to the New World. 


3. Evolution: Concepts of ethical and moral 
improvement are stressed, while primitive con- 
cepts from an ancient past or concepts specific to 
one people or alien species are down-played. 
Examples: Fair legal processes now ignore reli- 
gious rules to cut off the hands of criminals, or 
modern medical aid for dangerous pregnancies 
abolishes religious laws on sexual taboos or sexual 
segregations. Rules on circumcision are abolished 
if an alien species has nothing to circumcise. 


4-5. Moderation: All major religious concepts 
downplayed or modified, particularly when it 
crosses over to aliens. 


6. Schism: A split in the religion, with a new 
group springing to life as the offshoot of the old, 
turning the religion in a new direction. The old 
religion survives; treat both as separate religions 
for further historical processes (check again on 
the Propagation Table for each). 


7. Phagic Schism: A split in the religion, with 
a new group springing to life as the offshoot of the 
old. The new group consumes the followers of the 
old group, often with much violence. The old reli- 
gion is reduced or disappears. 


8. Ecumenism: The religion emphasizes com- 
mon ground with a different religion, causing a 
peaceful, equal or unequal fusion. 


9. Domination: The religion has consumed (or 
been consumed by) the followers of a different 
religion, but the prevailing religion contains 
traces of the suppressed religion’s beliefs or prac- 
tices. 


The 
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“My God, It’s Full of Stars.” 


10. Weirdness Added: “Space is big!” Some 
strange new unexplained effect or “miraculous” 
aliens are discovered somewhere in space, which 
disturbs believers, reinforces supernatural belief, 
and may lead to Schisms or Fanaticism. 


Isolation Table 
(Choose or roll 1d10): 


1. Time Capsule (Orthodoxy): Great respect 
for the religion as it is; absolutely no change in the 
religion in the isolated area for hundreds of years. 
It may end up looking bizarre when outsiders 
chance upon the place, even to outsiders of the 
same original religious current. 


2. Fanaticism: Strict adherence with the urge 
to convert others. A visit by explorers would cause 
the fanatics to exert tremendous pressure on them 
to convert to “the Truth.” 


3-4. Drift: Beliefs change or evolve, not neces- 
sarily in fanatical ways. This is a totally random 
process; it can be considered a new religion (and 
may repeat a Propagation Table check). 


5. Devolution: Many original concepts are lost, 
content is made simpler, original meanings are for- 
gotten. It often accompanies a technological 
downfall. For example, people may stop worship- 
ping a monotheism deity and start worshipping 
the crashed colony ship which brought them to 
the planet, since it contained the only chapel for 
the religion. 


6. Type Shift: The religion may not only 
mutate, but change its fundamental type. A 
Monotheistic religion may introduce a Bipolar 
Pantheon, or go Polytheistic. A Psychologism may 
become Supernaturalism or vice-versa. Atheism 
may go RadMat or vice-versa. 


7. Schism or Phagic Schism: As in the 
Mutation Table. May be less likely to occur 
because of the smaller, closely-knit population of 
an isolated religion. 


8. Fusion: The local religion has fused with a 
different religion from other people or aliens in 
the area. Treat as a new religion and check the 
Propagation Table again. Similar to Ecumenism, 
but the result may be more bizarre, since it draws 
from a smaller, local pool of ideas. 


9. Domination: As in the Mutation Table. 


10. Weirdness Added: Some strange local 
effect particular to the area is treated as supernat- 
ural, and assumes importance in the local religion, 
mutating it. Attempts by technologically 
advanced visitors to explain rhe real cause of this 
phenomenon may upset the religion (a common 


Star Trek plot). 
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Religion in Science Fiction RPGs 


The game-masters must use their creativity as 
they dream up a science-fiction “future history”, 
and choose how a fictional religion will change. If 
they truly want to develop religious detail, they 
could take a map of space from their game cam- 
paign and put arrows on it showing the migration 
of different groups (like many historical atlas maps 
do). Arrows are shown pointing together for con- 
flicts, and an arrow can show a small group leaving 
if oppressed by d large one (“The best thing about 
space travel is that it made it possible to go else- 
where.” — Robert A. Heinlein). Show arrows in 
different colors, where the widths of the arrows 
indicate the size of the migrations involved. 


There is another dimension: whether people are 
fervent believers or only nominally of the religion. 
This can be shown by arrows of different shades of 
color intensity. People of fervent belief in one star 
sector may criticize and even clash with another 
sector with the same religious background, but a 
more casual belief. 


The Latcher Cult, an 


Example 

The Latcher cult was a folk-belief or Spirit 
Religion of the miners who lived in and worked 
the Asteroid Belt of Sol, in the early Human space 
colonization period. Because mining spacesuits 
were large pieces of expensive heavy equipment — 
bristling with tools and long-term life-support 
apparatus — they could not just be disposed of if a 
miner happened to die in one. The suits were 
merely cleaned out, repainted and renumbered, 
and issued to a new owner. 


However, many miners of a superstitious bent 
were highly uneasy working in these suits. 
Folk-tales of “Latchers” sprang up: the spirits of 
dead miners who attached themselves to the last 
object in space that they knew in life. They would 
bring all sorts of fright, bad luck and woe to the 
current owner. They would even cause death by 
gruesome accident, or by getting the miner lost or 
cut off from help, to face slow death as some ele- 
ment of his life-support supply ran out. 


The superstitions were self-fulfilling, with the 
most superstitious miners feeling the greatest 
unease, losing concentration, making dangerous 
mistakes and even causing accidents short of 
death. Such a miner, convinced that a Latcher was 
present, would then seek out a Voodoo-like priest 
to help “exorcise” his suit or propitiate the spirit. 
These priests were given various names such as 
Suit Shamans, Belt Shamans, Decrocheurs, 
Lacheros, or Kshenzha (singular: Kshondz), 
depending on the ancestral language of the Belter 
citizen. 
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Officially, the mining arm of the Company con- 
cealed details of a suit’s history, but in any Belt 
sector with a high number of Latcher cultists, 
infiltration and disclosure of death records was 
impossible to stop. Latchers could then be identi- 
fied as Bloats (the spirits of people who died from 
explosive decompression), Chokers (dead from 
oxygen running out), Parches (dead from being 
isolated and running out of water first), Corpsicles 
(heating units failed) or Roadkill (dead from 
impacts, or caught between two asteroid frag- 
ments). Lore and ritual developed for each type, 
including protective designs painted onto the 
suits. A small side-ritual also developed to pray for 
the spirit of one’s radio, since many causes of 
death resulted from not being able to call for help. 


The cult beliefs evolved, and became more sys- 
tematic and self-consistent, adding legends of par- 
ticular spirits. Spirits of “evil” miners, destined for 
hell but prevented from reaching Earth for all 
eternity, were said to be gathered by a spirit 
known as NastyAss Johnston, a rough, immoral 
miner of bad social reputation who happened to 
be the Belt’s first fatality in a mining suit (rumor 
is that he was helped along). Originally just one of 
the many spirit-legends of the Latcher cult, the 
figure grew to prominence in the belief after a few 
centuries. 


In a similar way, spirits of “good” people were 
said to be gathered by a beautiful female spirit 
named Estelle Starlight. This legend was dreamed 
up at a time when, at first, most Belt miners were 
male, cut off for long periods from female compa- 
ny. She did not represent an actual woman but an 
idealized fantasy. 


The Latcher cult was ridiculed back on Earth, 
and Earthside media occasionally satirized them 
to the point of straining laws against religious big- 
otry. Many fundamentalist religions sought to 
stamp out the Latcher belief. But Belters were iso- 
lated from these efforts. Media signals from Earth 
were too faint to be heard on most individuals’ 
receivers, the Company often repackaged Earth’s 
major faxpapers and censored offending cartoons 
or articles, and in any case the Belters set up their 
own media. 


Missionaries out to change the “heathen” 
Latchers were for the most part not trained for any 
labor the Company needed. The Company con- 
trolled the only fleet of ships capable of reaching 
the Belt, and did not give out joyrides to just any- 
body, for something not work-related. For that 
matter, particularly in the rough-and-tumble early 
days, a whole lot of “immoral” behavior was going 
on in the Belt, which overshadowed private 


beliefs (think of the movie Outland, and its Club). 
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The Spread of Latcherism 


Now that we have the outlines of a religion, 
let’s fast-forward, making use of the tables for 
ideas. In hundreds of years, as interstellar colo- 
nization began, the spacefaring Belters represent- 
ed a disproportionate number of Human colonists, 
since they were more suited to long trips through 
space than the Earth “groundhogs”. It was esti- 
mated that as many as 21 per cent of colonists had 
some form of openly professed Latcher belief. 


In the Propagation Table, let us choose the 
entry that the Latcher cult propagates widely 
through space — although, to be sure, it is not the 
only religion to do so. Space conditions were the 
same for asteroid miners in any star system, pre- 
serving a core Latcher belief. However, ground- 
side colonists no longer shared the same attitudes 
towards death, which came to them in more nor- 
mal ways. 


A certain favorable planetary settlement was in 
a state of Isolation, so let us choose on the 
[solation Table that the religion underwent a Type 
Shift. As technology advanced on this populous 
planet, the Latcher cult changed from a Spirit 
Religion to Latcherism, a religion with a Bipolar 
Pantheon. People developed a bipolar belief in 
Good and Evil, typified by the goddess Stel (per- 
sonification of the widespread and savage beauty 
of space) and the evil Nastas, or Natas (which just 
happened to be “Satan” spelled backwards.) They 
believed that past influences and events — rather 
than spirits — may latch on and stain the soul and 
its ability to grow and develop in Good. They 
therefore sought to root out these influences by 
religious precepts which almost verged into 
Psychologism. : 


At the same time, advances in space drives 
meant that miners in remote locations of the 
star-system were not so isolated any more, and 
ended up sharing the viewpoints of the planetary 
majority. This shift represented only the general 
trend: a large population of Latcherites varied and 
consisted of more religious or less religious people, 
or perhaps contained different sects. Linguistic 
shifts in pronunciation also disguised the origin of 
religious terms, and no one connected the 
changed name of the religion to spirits “latching” 
onto spacesuits. 


Let us now suppose that this new version of the 
religion propagated widely through space, and a 
check on the Mutation Table shows it to have 
Dominated other Latcher beliefs, with little 
change to itself. A few miners, in some systems 
faithful to the Spirit-Religion current, ‘were 
ridiculed into disappearance or violently uproot- 
ed. Afterwards, for many centuries, the religion 
was a widespread and fairly stable Human belief. 
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First Contact with the Buzzers 

Then, a Human sector of space came into con- 
tact with an insectoid race, called “Buzzers” by the 
humans, since their own name for themselves was 
not easy to pronounce. The author Alan Dean _ 
Foster wrote novels about the Thranx, who are a 
likely insectoid species that the Buzzers could be 
modelled upon. The main character of the book, 
Ryozenzuzex, mentioned that after tumultuous 
first contact with Humans that his religious belief 
can most be likened to a Human Theravada 


Buddhist. 7 
Theravada Buddhism (or Hinayana Buddhism) 


is a Personal Transcendence Religion which is 
most common in Sri Lanka, Burma and parts of 
Southeast Asia. Unlike mainstream or Mahayana 
Buddhism, Theravadism does not believe that 
everyone will achieve Nirvana through. progres- 
sive reincarnations. Mahayana and Hinayana 
mean, respectively, Large Vehicle and Small 
Vehicle, expressing their relative view of how 
much room there is on the “boat” to Nirvana. 


The Buzzers believed in a _ Personal 
Transcendence religion. Buzzers, as insectoids, 
begin life as eggs which hatch into a larval phase, 
then to a pupa, and then to a normal adult form. 
They had an ancestral hive society as well, and as 
a result are well suited to modern organization in 
“corporations”, where their workplace is also their 
living space and family. 


Since they consciously experienced such radical 
transformations in their bodies — more traumatic 
than puberty would be to a Human’s self-identity 
— it is reasonable that they are remarkably toler- 
ant of differences in form, and tend to view moral 
development by analogy to these radical changes. 
They can easily believe that death is just another 
transformation leading to a return to an egg, or 
something else (something more transcendent). 
Spirits and the paranormal are therefore just dif- 
ferent forms of themselves. 


In a certain star sector, Buzzers came into con- 
tact with Human Latcherites. What happened? 
This time a roll on the Isolation Table may say 
that some Buzzers Fused the religion ecumenically 
with some of their beliefs. They called the mixture 
“Klirr’t Sstel”, or the Way to Stel. Maybe they 
were not strong believers in the Personal 
Transcendence Religion of the Buzzers, or felt dis- 
couraged at the prospect of going through endless 
cycles of egg, larva, pupa, adult and death for a 
chance at some different, advanced spiritual state. 
A belief in being gathered up to Stel (whom they 
also called the Cosmic Egglayer or Cosmic 
Creator), after only one life, held out some appeal. 
This held particular comfort for a life cut short by 
space-accident, which by the old Buzzer religion 
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Religion in Science Fiction RPGs 


would be unable to have evalved the soul much, or then was populated by people of non-belief plus 
even have caused backsliding to a rebirth in a less- non-Latcherite religions), but the news and infor- 
er egg, retarding the ultimate spiritual transforma- mation was carried intact to the Latcherite-domi- 


tion. 


Since Latcherism still had some associations 
and religious imagery to mining (much as 
Freemasonry bases its imagery upon the tools and 
practices of architecture), Klirr’t Sstel spread 


among one particular Buzzer mining cor- 
poration. The relative success of this 
corporation (in newly colonized areas 
jointly managed by them and the 
Humans) caused increased self-regard 
and even religious Fanaticism — inas- 
much as the Buzzers were even capable 
of this emotion. In any case, they tend- 
ed to believe their successful expansion 
and prosperity was tied to their new 
moral outlook, and they back-propagat- 
ed the religion down their particular arm 
of Buzzer space (particularly to other 
Buzzer mining corporations). 


The Gernsbach Datacube 
Heresy 

For a century or two, Latcherism and 
the related Klirr’t Sstel settled into phas- 
es of peaceful evolution, and a modera- 
tion of Klirt’t Sstel’s rough edges occured 
as it became widespread. Relations were 
peaceful between them and with other 
Human and Buzzer religions. But then 
an archeological discovery changed all 
that. 


Out in the original Sol Asteroid Belt, 
an archeological dig led by Professor Leo 
Gernsbach turned up the remains of a 
disused mining station from 1,700 years 
earlier. The find produced a number of 
data storage devices, including a dat- 
acube which held a documentary on the 
original Latcher cult of the time. 
Although it had been produced with a 
favorable outlook to the cult, the intact 
sections of the decoded and translated 
holovideo represented the original 
Spirit Religion beliefs. 


The holovid footage was quite at odds 
with the evolved form of Latcherism and 
Klirr’t Sstel, but definitely recognizable 
from core terminology and some prac- 
tices. It forced a revision of religious his- 
tory in a way much more devastating 
than the discovery of the Dead Sea 
Scrolls two millennia earlier. 


The discovery was not treated as con- 
troversial by the Earth sector (which by 
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The Human Latcherites were furious, and 
accused the Earth-sector people of forging that 
artifact. The holovid itself mentioned Earth 
oppression of the Belter beliefs. That was one part 
that the Latcherites were willing to believe, and 
the artifact was likened to early anti-Latcher pro- 
paganda. This encouraged Latcherites to declare 
an all-out war for a short time between the 
Latcherites and the neighboring Human sectors 
closer to Earth. 


The High Priests of the Klirr’r Sstel were also 
annoyed. Had they not adopted many Human 
religious and cultural ideas in good faith? Why 
was the whole idea of Stel based on an imaginary 
myth, a mere Human pin-up girl? Why were they 
informed of this particularly ignoble representa- 
tion of Stel? They brooded over where all those 
Buzzer souls gathered to Stel really were, if Stel 
did not in fact exist except as some lonely miner's 
fantasy from the past. If Stel was false, were all 
those souls doomed to start reincarnating again 
from scratch? The Buzzers, like the Latcherites, 
also thought the artifact might be a fake, but 
blamed the nearby Latcherite Humans. They 
imagined that the Humans were introducing a 
demoralizing view of religious history in order to 
gain more control of the jointly mined sectors. 


The Buzzers did not war with the Humans, but 
considerable power struggles occurred among 
Buzzer factions trying to interpret the artifact’s 
meaning. The mining corporations most heavily 
involved in Klirr’t Sstel lost prestige among other 
Buzzers. An insulting pun was coined by some 
Buzzer: “Klirr’t Zt’l,” the Way to Nowhere (or 
Oblivion), There were some skirmishes, and 
things would have been more bloody if not for a 
long-standing principle of non-violence rooted in 
the original Personal Transcendence Religion (all 
Buzzers acknowledged non-violence to some 
extent). 


Eventually everyone calmed down, and the rev- 
elation forced Evolution changes in Latcherism 
and Klirr’t Sstel, which favored moral principles 
over legends and literal history. 


Multiple Paths 


Keep in mind that this represents only one cur- 
rent of Latcherism, in this area of space. In differ- 
ent parts of space, the religion could Schism, 
Evolve, Devolve, Fuse with something else, 
Dominate, be Dominated, stay absolutely the 
same for thousands of years, or decline and die 
out. Given enough time, two different currents of 
Latcherism would not even recognize each other 
as related, and might even make war! 


Many more ideas can come to you if you muse 
on the tables long enough. The known variety of 
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existing Human religions makes any sort of fic- 
tional religion plausible. Whereas other elements 
of a science-fiction campaign — such as technol- 
ogy, propulsion systems and the habitability of 
planets — must be rigorously plausible, invented 
religions don’t suffer from a lack of believability, 
for you can always pretend that there will be 
enough people willing to believe in one. 


Sources of Inspiration 


This article was originally undertaken after 
some conversations with members of the electron- 
ic mailgroup for fans of the old Star Frontiers sci- 
ence-fiction RPG (TSR, 1982-85). Fans of this 
game can join by sending E-mail to 
Majordomo@iastate.edu with nothing but “sub- 
scribe starfrontiers” in the body of the message. 
Once joined, people communicate with all others 
in the group by messages sent to 
starfrontiers@iastate.edu. 


I wish to thank the mailgroup participants for 
the initial burst of inspiration. In addition, inspi- 
ration was drawn from the following sources, 
which interested players may wish to examine: 


— “Who’s There?” by Arthur C. Clarke (1958), 
the inspiration for the early Latcher Cult. 


— Nor Crystal Tears by Alan Dean Foster 
(1982). 


— Outland, starring Sean Connery. Also novel- 
ized by Alan Dean Foster (1981). 


— Last and First Men by Olaf Stapledon (1930). 


— A Canticle For Leibowitz by Walter Miller 
(1959). 


— The Dune series by Frank Herbert. 
— The Foundation series by Isaac Asimov. 


— Larry Niven stories dealing with the Belt, 
such as the novel Protector (1973). Information 
about Belter culture was also beautifully detailled 
in an entry in the Ringworld RPG (Chaosium, 
1984; now out of print). 


— Myths and Legends by David Bellingham, 
Clio Whittaker, and John Grant. Quintet 
Publishing, London, 1992. Previously appeared as 
An Introduction To Viking Mythology, An 
Introduction To Greek Mythology, and An 


_ Introduction To Oriental Mythology. @& 
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Child’s Play 
Part Two 


An Amberite Adventure of 
Clones, Conspiracies, and 
Children 


elcome to “Child’s Play II”, the second 
WW izlinen of a two-part Amber Diceless 

Role-playing adventure. It’s possible to 
play this installment without having played 
“Child’s Play 1,” but why would you want to? 
(“Child’s Play 1” is available in SHADIS Issue 
#33.) 


This adventure is suitable for up to eight players, 
although five or six would be much more comfort- 
able. It is a good game for convention or pick-up 
play. Part II is more suitable for players familiar 
with Zelazny's Amber background, either via the 
books or the role-playing game. Players without a 
strong Amber background might be confused about 
the politics that much of this installment revolves 
around. 


Players who enter from Part | will have an 
opportunity to play a dual role: clone child and 
gene parent. For players who are entering this sec- 
ond installment “cold,” a role as a senior Amberite 
would be more appropriate. 


Before going any further with this adventure, a 
recap is necessary. 


Recap: Player’s Perspective 

From the players’ point of view, the story has 
unfolded like this. Orphans in an orphanage real- 
ize they are different from everyone else. In addi- 
tion, they are under constant surveillance and 
seem to be the object of some kind of scientific 
study. They aren’t the first group which has been 
subjected to this treatment. After investigation, it 
turns out that one of the children has a link to a 
strangely familiar person who can travel between 
dimensions. This strange person rescues them and 
takes them to a place called Castle Amber. 


Rescues? Maybe not. Things in Castle’ Amber 
might be more dangerous than the orphanage! 
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Recap: GM’s Perspective 

An Evil Mastermind (EM for short) is bent on 
taking the throne of Amber away from whoever is 
currently holding it. GMs without a current 
Amber set-up can use the basic set of current 
events provided in the Amber rules: Random on 
the throne, and so on. 


To this end, the EM devised a plan. Why fight 
alone when help can be manufactured? And why 
use inferior stock? Look where that got Corwin, 
for example! A small troop of Amberites would be 
ideal. But where to get them? Grow them, of 
course! Gathering genetic samples discreetly over 
a long period, the EM takes them to the Paranoid 
High Technology Earth described in Part I (and 
discussed briefly later in this installment). There, 
the EM finds a shadow scientist bent on unravel- 
ing the mystery of these dimension-hopping aliens 
and gives him the genetic samples and some tech- 
nology from an even more developed shadow. 


Of course, the EM prepared the shadow to 
believe in dimension-hopping aliens through a 
vivid visit or two beforehand... 


This minion (Dr. Stevens) clones some 
Amberites and begins studying them. The EM 
then waits patiently for the clones to become 
viable Amberites before swooping down and col- 
lecting them for a few years of “education.” This 
never happens, however, as the kids prove to be 
precocious beyond belief and are rescued by some- 
one who is not the EM. 


For any EM worth his or her salt, however, this 
turn of events isn’t the end of the plan; it’s only a 
temporary setback. 


Roles 


Deciding who will play what role will probably 
take at least fifteen or twenty minutes. GMs 
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should make sure that everyone has at least one 
role active at any one time. It’s no fun to be stuck 
with characters who never get to go and do any- 
thing! 


Kids 


First of all, those players with kid characters 
will probably play them in Part II just as they did 
in Part I. In a convention setting, however, some 
players won't make it for the second round. Even 
in an at-home environment, the role-playing 
group might be missing a player who was present 
at the previous game. 











Child’s Play I 


Spare kids (characters without players) can be 
assigned to new players or farmed off to “dull” 
adult Amberites who don’t take part in the events 
of Part II, (i.e. NPC adults ). It’s a bad idea, how- 
ever, to give two kid characters to one player: one 
of the two will likely be neglected, and the quali- 
ty of role-playing will suffer. 


Adults 


In general, assign the gene parent to the child 
clone’s player. For example, if Ella picked Fiona as 
an Icon in Part 1, Ella’s player would also play 
Fiona. GMs can adopt whatever power level they 
like: very little of this adventure is predicated on 
exact strength or power of the individuals 
involved, 


Players may have picked an icon that is of a dif- 
ferent gender than their child character: that’s 
OK. Since this is partially science fiction, just 
assume the cloning process produced a child of the 
opposite sex. In the playtest, for example, King 
Random had two clone-children, a boy and a girl. 
(Needless to say, the Queen had something to say 
about the succession!) With luck, no one elder 
Amberite is burdened with more than one or two 
clone-children. 


Adventuring Focus 


Some scenes will be mainly adults with one or 
two children along for the ride (as scouts, or what- 
ever). A few scenes, in Castle Amber, say, might 
be entirely child-oriented. In general, however, 
GMs should try to focus the role-playing on the 
adult Amberites. 


That might mean if four players are role-playing 
an important meeting, the fifth player might adopt 
his or her child persona and do childish things 
while the meeting drones on. 


The Final Mix 

In the end, be sure that there is a good mix of 
adults who are being role-played. The role of the 
King (and/or Queen) should be reserved for the 
GM. At least one rascal should be in play, as well 
as one good-hearted soul. Having a mix will 
engender some fun political discussions, believe it! 


Don't forget, also, that one of these adults will 
turn out to be the EM; either as him- or herself, or 
disguised as someone else (while the real adult lan- 
guishes in grand Amber style in some inaccessible 
shadow, of course! ). 


Temps 

Sometimes, it’s a good idea to farm out a role or 
two. GMs might consider loaning out the King or 
the Chaos Spy, for example, while the EM is, of 
course, a PC. 


Plot 


As in Part I, this adventure is not structured lin- 
early. Instead, a number of events are set in 
motion. The actors are identified, their goals list- 
ed, their means elucidated. How things progress is 
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up to the players and to you, the GM. Here are the 
main storylines. 


Politics 

Everything is politics, especially in Amber. It 
doesn’t take a rocket scientist to imagine the pollit- 
ical firestorm these clones cause in the halls of 
power. Accordingly, there are several phases that 
must be played through during Part II. 


First, temporary‘ guardians must be assigned to 
the children. Amberites being selfish about their 
time, it is unlikely any one Amberite will opt.to 
take more than one of the children. One option is 
for players to adopt the role of their caretaker in 
addition to that of their child-self. Another option 
is for players to swap these roles amongst them- 
selves, in order to create more opportunity for fric- 
tion. After all, what child ever gets along with 
their parent all of the time? 


Once guardianship has been temporarily 
assigned, there must be a council meeting during 
which the legitimacy of the children must be 
determined. Amberites being Amberites, some 
might wish to drown all the brats and be done with 
it, while others will promote them as being no dif- 
ferent from the gene-parents. 


Think hard: there are many matters to resolve. 
Where will the children fall in the succession? Are 
they truly Amberites? Could one of them sit on the 
throne one day? Are they to be considered as 
Oberon’s children, or are they the same rank as 
Oberon’s grandchildren? 


After these thorny problems have been solved, 
it’s time to hold a royal ball in order to introduce 
the new royalty (or psuedo-royalty, depending on 
the council’s decision) to the various Golden 
Circle representatives in the capital. It is there 
that all the final arrangements will be announced: 
guardianship, rank, and so on. 


Chaos 

No other group outside of Amber has more 
interest in this new crop of Amberites than the 
Lords and Ladies of Chaos. Accordingly, they do 
their best to gather what information they can 
about the kids: where they came from, whether 
they are really clones, what powers they have, and 
so on. 


The best way to answer many of their questions 
is to have one of the kids handy for awhile. Chaos 
will do their best, then, to lure one of the children 
away, and are even willing to expend one of their 
deep-cover agents in Castle Amber to do it. Later 
in the game, agents of Chaos might also show up 
ta contest possession of various key pieces of evi- 
dence as the Amber investigation reaches out into 
shadow. 


Evil Mastermind 

The EM is still hard at work, of course, trying to 
come out of this situation with at least one or two 
of the kids while continuing to cultivate his or her 
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plot. Ideally, becoming guardian of two of the 
orphans while concealing his or her true identity 
and ultimate aim is the EM’s goal. 


Circumstances may require more rough-and- 
ready goals, however. 


Action 


Much of the action in this installment will 
spring from the players’ decisions. For example, 
investigating the RHOC more thoroughly, and 
checking to see if more clones inhabit the 
Paranoid High Technology Earth are logical steps 
to take. If the players who have adopted elder 
Amberite characters don’t initiate such an inves- 
tigation, King Random would certainly order it. 


The action here, therefore, is described via the 
place where it occurs. GMs merely need to keep a 
general idea of time going in their heads. Making 
sure venues switch occasionally is a-good idea, 
too, although much of the action does take place 
in Castle Amber, so back-to-back Castle Amber 


scenes are inevitable. 


At the end of this section is a review of the key 
characters and what they wish to see happen. 
Cross-referencing place with various goals will 
drive the plot forward while allowing the players 
to direct the story. 


Each item is labelled with a Phase marker. 
Phase I is early in the session, Phase II is some- 
what in the middle, while Phase III is likely the 
final chapter of the game. 


Castle Amber 
There are a number of important official and 
not-so-official things that happen in the Castle. 


‘Temporary Guardianship I 


This scene is a good introduction to the “coun- 
cil meeting” process. King Random (or whoever) 
calls various elder Amberites together. There, it is 
announced that the children need temporary 
guardians, that these guardians must stay in the 
Castle (or close by, as Julian does), and that 
another council meeting will be held in order to 
determine their legal place in the family. 


Who gets what kid is up to the players. An 
elder without a corresponding clone child might 
object to multiple children being watched over by 
an enemy, while a clone of Brand might be a hot 
potato no one wants to touch. 


Initial Spy Contact I 


A Castle Amber servant makes nice with one 
or more of the kids, setting up a future travel 
“invitation.” Some general questions might also 
be asked, in order to fill in gaps in the spy's knowl- 
edge. Later spy contacts will need to be created 
and placed by the GM to fit the ongoing story. 


Investigation Orders I 


If the players haven’t already done so, King 
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Random orders several senior Amberites to find 
out more about this clone situation. One or two 
kids must be taken along to facilitate the shadow- 
walking process, but only one or two. 


Castle Amber School I 


Since the kids don’t speak Thari, it’s a must for 
the children to be taught the language. Other sub- 
jects, such as courtly manners and dancing, can 
wait until each child has been assigned a perma- 
nent guardian. Informal subjects, such as the lay- 
out of the Castle or other interesting items of 
information, should also be available to the kid 
characters. Be sure to note any particular things 
learned on the character sheets. 


Legalese II 


The exact function of the clone children must 










Child’s Play Il 


be decided. King Random calls this council meet- 
ing to determine how the children will be treated 
in the line of succession. While armed force seems 
to be'the Amber rule of the day when it comes to 
who sits on the throne, the actual line of succes- 
sion is still an important legal detail that must be 
nailed down. Otherwise, as any historian of old 
England can tell you, the future could prove to be 
even more divisive. 


This scene should be one of the most entertain- 
ing of the session. Each player gets a vote, and 
only a player can promote an option for a vote. If 
players are familiar with Robert's Rules of Order, 
use it as a guide to handle the discussion. 


Some options are: 


— The kids are equivalent to Oberon’s chil- 
dren, but are the youngest. Where each falls 
specifically might be determined by later investi- 
gation (who was decanted first?), but they are 
higher in rank than Oberon’s grandchildren. 


— The kids are equivalent to the children of 
the gene-parent they were cloned from and derive 
their rank from their parent’s place in the family. 
This option won’t sit well with the younger 
Amberites, who might well find themselves shift- 
ed down the line by these clones. 


— The kids aren’t to be considered full-blooded 
Ambberites, but bastards. This distinction doesn’t 
seem to carry much stigma in Amber, though it 
serves as a good launching board for insults. 


— The kids aren’t royal at all, are technological 
abominations, and should be put to the axe before 
they age another hour. This harsh position might 
be adopted by those who think of the unfortunate 
long-term consequences of cloning Amberites. A 
softer version of this might strip them of all possi- 
bility of holding royal office but leave them alive. 


Note that no matter what the council’s deci- 
sion, these kids mean trouble in the future. No 
matter where they’ve been placed in the future 
power structure, they've changed the balance. 
When that happens, there are losers and winners. 
The losers are never happy about it, while the 
winners might try to change things even more in 
order to improve their situation yet again. 


One thing that should be obvious, however, is 
that no more clones should be made! 


Royal Ball of Introduction II/Ill 


Once everything has settled down (III) or as an 
opportunity for various factions to gather and plot 
(II), King Random holds a Royal Ball in order to 
introduce the children and announce their place 
in the Amber royal family. Such niceties are 
appreciated by the various Golden Circle realms 
that surround Amber. This scene can serve as a 
winding-down event to finish up the game or as a 
winding-up event to further drive the various con- 
spiracies afoot in the Castle. 
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Paranoid High-Technology Earth a 
This shadow has technology roughly equivalent «) © So 6. 7 €3 « a 
to that of 2020, or that which we imagine might Mn/ , Wi 7 
exist then. Gene splicing and manipulation is TA) Hi 
common. North America is largely a ———eE 
Commonwealth state, never having won the 
Revolutionary War. 





There are only two locations in the shadow of : 2 2. j : es 
interest to Amberites: RHOC and Dr. Steven’s ce fo . 
gene lab. 


RHOC I/Ul 


Once the kids escape, the school is shut down. 
If Stevens is still alive, he retires to his lab to 
review the most recent data and plan how to con- 
tinue his experiments. If he’s dead, his program is 
thrown into disarray and essentially stops moving 
forward. 


Review the historical information given in Part 
|. These and other details about the RHOC part of 
the progam are easily found, as the school itself is 
empty and the soldiers dismissed, save for a few 
token guards. 


In addition to the records, copies of the color 
photographs of trump can be found. The only 
thing that these photos show are various trump, 
mainly those of the gene-parents whose clone- 
children escaped from the RHOC. The trump are 
from an older deck, but otherwise provide no 
clues. 


Somewhere in the RHOC is some clue that 
there is a lab somewhere within a few dozen miles 
from which the children came. 


Steven’s Gene Lab [1/111 


Once the characters track this lab down, crash- 
ing the door or sneaking in should be relatively 
easy. These are Elder Amberites we’re talking 7 Le 
about here, after all! The following disturbing : | Ei toe 
news can be found here: Ne 


— Dr. Steven’s Notes, which indicate he had 
help of an unnamed kind. 


— Dr. Steven's Scrapbook, which includes 
video clips of a strange metalic humanoid wreak- 
ing havoc in Miami (EM wearing silver mercury 
type armor), surveillance shots that show indeter- 
minate individuals disappearing, and so on. 


— Ten different gene samples labelled “Alien 
DNA.” 


— Fusion Lab, where the genes are made into 
viable embryos. 


— Womb Lab, where the embryos are cultivat- 
ed and decanted. 


— Fast Growth Lab, where the infants were sub- 
jected to fast growth processes. 


— Records indicating that this site is the only 
place where this genetic material is stored. 
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Whenever the characters make it to the lab, 
they find “Series F” near to decanting in the 
womb lab. In the playtest, a hard-hearted Fiona 
shooed the other characters away before “taking 
care” of the problem, but in your game, anything 
goes. How are the players at feeding babies and 
coming up with names that start with “F”? 


For combat-loving characters, this scene can 
provide a few minor challenges involving high- 
tech weaponry and gadgets. 


Lost Amberite [I] 
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At some point, probably toward the end of the 
tale, the EM’s plot will begin to unravel. The 
imprisoned Amberite will need rescuing. This 
scene might be best left to the kids, who can 
uncover an unbelievable clue, try to explain it to 
the adults but be rebuffed, and then peform the 
rescue all by themselves. Heroic, eh? 


Wherever 

Lots and lots of action should take place wher- 
ever. In some shadow on the way to the Paranoid 
shadow. In Forest Arden. Wherever. 


These descriptions aren’t supposed to be all- 
encompassing: they just cover the basic ground. 
As in any Amber game, it’s impossible to cover all 
the bases. After all, there are an infinite number of 
shadows out there! 


King Random 


The King wants stability and an end to the 
nefarious cloning of his relatives (and possibly 
himself!) If he gets wind of a plot to rob him of his 
throne, he won’t hesitate to sic his loyal siblings 
on the problem. 


Then again, he might not have any loyal sib- 
lings, so he might just sic his siblings on the trai- 
tor and hope for the best. 


Since Random is a nice guy, he’s likely to 
oppose anything that is bad for the kids, but since 
he’s a benign autocrat (by most accounts), he’s 
going to agree with the majority when it comes to 
deciding what the legal standing of the clones will 
be. Random, of course, has all the power of his 
office at his disposal. 


Chaos Spy 


This person is deliberately not named. He could 
be a she, of practically any station in the castle. 
This spy of Chaos wants to know: 


— Where the heck did these kids come from? 
— Are they really Amberites? 


— Are they really clones? (if it’s commonly 
known the kids are clones) 


— Are any of the kids malcontents (ripe for 
sweet-talking into a trip to Chaos?) 


Of course, the spy also wants to follow up on 
any information about an ongoing plot to steal the 
Amber throne, should such a plot become com- 
mon knowledge in the castle. 


The spy has a few cute tricks up his or her 
sleeve, and GM's familiar with the ways of Chaos 
might think up a few more on their own. For 
example, the spy might give a target kid a stone 
that lets them communicate with the spy if they 
hold it to their forehead, but which also remem- 
bers any conversations the kid has (a magic bug, in 
other words). 


Evil Mastermind 
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The EM ultimately wants the throne of Amber, 
but not immediately. Right at the moment, the 
most important things to the EM are staying secret 
and getting one or more kids away to a secret shad- 
ow for a few years of special “education.” 


Whatever is necessary to complete these goals, 
the EM will do. That’s why he or she is an Evil 
Mastermind: after all. If there were scruples 
involved, we’d be talking about a Good 
Mastermind, wouldn't we? 


The means might be sneaky and evil. For exam- 
ple, the EM might murder someone (say, a Princess 
from a Golden Circle realm) at the Royal Ball and 
pin it on someone else, just to cause confusion in 
order to snatch a kid or two away. 


The EM is described at more length in the next 
section, so read on! 


Evil Mastermind 

Who is the EM? Well, what do you mean by 
“who?” As written, the EM is actually Delwyn, 
long lost son of Amber come back for what’s sup- 
posed to be his and his alone. The EM can be who- 
ever the GM wishes, however, so don’t feel oblig- 
ed to pin the job on Delwyn. 


But who has been playing the EM all along? 
This is where you, the GM, must be clever. For 
Delwyn’s little scheme to work, he’s taken the 
place of an elder Amberite temporarily in order to 
regain one or more of the little tykes. Now, that 
elder can’t be the one who rescued the kids (oth- 
erwise, there would have been no rescue at all!). 
And it can’t be King Random. 


Who else? Take your pick. Pick a player who’s 
up to the last minute switch, a la “hey, by the way, 
you're really the villain here, and this is what 
you're doing.” Pick a character who could logical- 
ly be the villain. In the playtest, it turned out to be 
Julian. In your game, it could be just about anyone. 


Tagging the Bad Guy 

At some point during this session, begin having 
intimate chats,'with single players, away from the 
others. One of those will likely be the spy, making 
progress with his or her goals. Make up reasons to 
talk if necessary. Then, once everyone is used to 
the idea, take the nominee aside and lay it on the 
line. 


They have been the bad guy all along, is what 
you tell them. And they’ve done a great job so far, 
because the player didn’t even know it. Clever, 
huh? Well, don’t be too impressed. It’s an old trick. 


The real trick is to make sure your newly mint- 
ed villain plays his or her role well. Sinister things 
should start to happen. Notes should begin to pro- 
liferate. Once the secret is out, violence is apt to 
erupt. Once that happens, try to keep the mood 
friendly between the players, as head ta head com- 
petition can breed bad blood. 
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The Bad Guy 

Delwyn is an Elder Amberite. He’s tough, 
roughly as tough as any of his contemporaries, His 
exact abilities can’t be set, because the power 
level of the game you’re running isn’t known, but 
think of him as tougher than Corwin but weaker 
than some of the old-timer Amberites who have 
been hobnobbing with Chaos lo these many eons. 
Magic, Logrus, Pattern — whatever fits the bill, 
Delwyn has. 


In essence, he needs to be tough enough not to 
succumb to any obvious application of any of the 
powers. The good guys will have to think their 
way through the process of defeating him, 
although ganging up on him should eventually 
work, 


If it comes down to combat, that fight will be 
the climatic scene of the game. If this happens, 
make it good. In the playtest, Delwyn managed to 
whack Fiona’s arm off at the elbow, but got 
dropped through a floor when she zapped the 
paving stones. He was chased pell-mell through 
the castle, dragging one of the kids for awhile 
(who managed to escape his silvery grasp by fak- 
ing a faint). Eventually there was a grand melee 
on the spiral stair down to the Pattern room. 
Gerard and Caine played tag with him all the way 
down the stairs. Gerard discovered that tackling a 
porcupine hurts. Mere yards from the Pattern and 
possible escape (Delwyn was pretty tired by then, 
but the players didn’t realize this) the players 
managed an attack on his silvery armor and 
stopped him. 


The End 


After the dust settles, the adventure is over. In 
a convention setting, it’s time to wave goodbye to 
folks you might never see again. If you’re running 
this game at home, you've probably made some 
converts to Amber Diceless RolePlaying. 


If the game is to continue, GMs should remem- 
ber to handle the precedents carefully. After all, if 
all it takes to clone a real Amberite is some tissue 
and a high technology shadow, there will be some 
odd things happening over the next few game 
years. 


The solution is easy enough: fiat. There can be 
a subtle shift in the universe that precludes such 
cloning. Maybe the folks in the Paranoid Shadow 
Earth did something just so (by accident) that let 
the clones survive, and future experiments all fail. 


In an ongoing campaign, one of the most inter- 
esting things to explore is the ongoing relation- 
ship of the clones as they age. Anyone for an 
“Amber Teen” game? At home, letting this unusu- 
al situation develop can add some life to an oth- 
erwise preset universe. Zelazny’s Amber, while a 
delightful place, is fairly static. These kids repre- 
sent a big change in the fundamental political sit- 


uation. 
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Written by Timothy Brown and James M. Ward, cover art by Brom! 
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Countdown 


An adventure for the 


Immortal RPG 


elcame to the stroke and counterstroke 

world of Immortal. “Countdown” can be set 

in any city containing a university, college, 
or place of higher learning that contains a 
Magdalen stronghold and its core Mantle. It is 
designed to be used with any cadre of personas 
with only minor adjustments. The players’ Cadre 
receives an invitation to a Rialla being held at the 
Magdalen stronghold, and hosted by Augustus, 
Elder of the Magdalen. As any member of the per- 
petual society worth his halo will realize, the 
Rialla’s carnival-like atmosphere is merely a cover 
to politic, back-stab, and plot new and interesting 
ways of gaining visage. 


The Backstory 

Augustus, of the Magdalen, and Seth-Ra, of the 
Phoenix, have been rivals down the centuries, and 
the unending feud has finally cracked Seth-Ra’s 
mind. He has formed an insane plan to count coup 
on the Magdalen and get Augustus out of the way 
of Pride Phoenix for some time to come. In the 
weeks past, a Magdalen cadre serving Augustus 
penetrated a Phoenix Mantle and made off with a 
very potent piece of Palladium, the mythical ele- 
ment resembling amber that can remove poison 
and taint from suffering immortals. 


Augustus is throwing the Rialla to attract other 
Immortals so that he may count coup on Seth-Ra 
in grand fashion. Thus has the Elder Magdalen 
fallen for Seth-Ra’s trap. Seth-Ra and his second, 
named Dominquez, ventured into the Tautha ter- 
ritory of Yellowstone Park and slew one of the 
Sunedrion Wealds (a tree suffused with an 
Immortal’s power). to create a substance that 
appeared to be Palladium, but had one important 
difference. The pseudo-Palladium does nothing 
beneficial, but spews taint into any Immortal near 
it. Seth-Ra is counting on Augustus to handle the 
Palladium enough to gain enough taint to send 
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him to the Dominions — and out of Pride 
Phoenix’s hair for a long time. 


So begins the maneuvering between the 
Magdalen, with their home-ground advantage, 
and the Phoenix, with their superior planning. 
Among other challenges to the cadre of our intre- 
pid heroes would be Skartha of the Tautha, whose 
territory includes Yellowstone Park. He is very 
upset that one of the few remaining Sunedrion 
Wealds has been slaughtered, so he and a few of 
his fellows can be expected to make an appear- 
ance at the party to find their culprit. 


The Party 


As our story begins, the Cadre is contacted by a 
member of one of their Prides and given the invi- 
tation to the Magdalen Rialla. If need be, they are 
urged to go — opportunities abound to count 
coup on others as well as to gain the immaculum 
that Rialla’s generate. 


Once at the university, the carnival-like atmas- 
phere should be apparent. Rush Week, the time 
when pledges are inducted into fraternities and 
sororities, is in full swing. The local football team 
has also won a victory over a long-time rival and 
enthusiastic fans run rampant over the campus. 
On the fourth floor of the student union building, 
several Prides have gathered in little meeting 
rooms and hallways to discuss the Magdalen and 
their boasting leader, Augustus. The floor itself is 
decorated with literature, and subdued good taste 
abounds. These are Magdalen, after all. 


The Cadre should first make the acquaintance 
of Augustus. A barrel-chested individual with a 
beard, Augustus is dressed like a campus professor. 
He is loud, obnoxious, and full of himself, and the 
cadre should hate him after two minutes. 


Allow the personas to wander, gain some 
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Beneath the 


Wizard’s Tower 


As described to Timothy 
Brown by the Grand 
Witch Elzbet. 


| Elzbet has not always been a 

witch, you know, and in her 
younger days she took a com- 
panion in the distant hill 
country: the apprentice mage 
Carluck. Their love shined 
| brightly in the ald days, but 
| dwindled with the coming 
darkness, and the ewo parted. 
Long dead now, Carlock's 
tower is ruinea and crum- 
bling, bute Elzber knows there 
} are warrens beneath — 
stacked with all manner of 
treasure, including a golden 
box of magical cloud pepper 


worth a king's ransom. 


Pulp Dungeons 
Standards 


| Pulp Dungeons adventures 
| are designed for use in any 
fantasy RPG system. Since 
each ts different, adapt 
from the following con- 
ventions: 































Damage and Wounds: 
Damage is always listed in 
hits; 1 hit is the equivalent 
of maximum damage 
inflicted by a dagger, or 
average damage inflicted 
by a sword in your game 
system. 

Monster Wounds: All 
creatures are also rated in 
hits for the damage they 
can sustain. A l-hit mon- 
| ster can withstand the 
damage from an average 
sword hit hefore being 
slain. Adapt these averages 


to your pame system. 


















(Continued on next page) 


“Keep Your Friends Close, and Your Enemies Closer.” 


immaculum or eavesdrop if they wish. They 
should meet two people. First on the list is Wayne, 
a probe of Pride Arachne. Wayne is short with 
cropped black hair and a smart goatee. He has a 
very proper demeanor that goes with his gothic 
apparel. Wayne has taken a liking to the cadre 
and offers them some “rude gossip” he has 
chanced upon. One: the local Tautha are on the 
warpath concerning a mysterious loss. Two: the 
young copper-haired woman tending bar down 
the hall is more than she seems. Which brings us 
to the second contact. 


Dispensing drinks from behind a makeshift bar 
in one of the conference rooms is Judith, 
Augustus’ tryst. Lush of form and wide of smile, 
Judith tries to please everyone, and all of the 
patrons seem to be enjoying themselves. 
Perceptive Personas will notice a small group of 
three forms huddled in a dark corner. The largest 
person, tall and angular with sharp features, pierc- 
ing eyes and blond hair is revealed to be Seth-Ra, 
Elder of Pride Phoenix. 


The Narrator may wish to introduce other 
characters (a pack of mercenary Peri that are look- 
ing for work, or an Anopheles looking for a short 
diversion). There is a feeling in the air of patience 
slowly being tested. Another player may have the 
dubious honor of being caught in a staring contest 
with Jude, the resident Morrigan slayer. The 
Narrator is encouraged to engineer the incident to 
give the Morrigan the superior position. Once the 
contest of will is resolved, let the real mayhem 
begin. 

Augustus will arrive with several other 
Magdalen in tow, and will have a short, terse con- 
versation with Seth-Ra, which apparently does 
not sit well with the Elder Magdalen. Augustus 
storms out of the room, thundering that Seth-Ra 
will be the first in a long line of Immortals to 
acknowledge Augustus and the Pride Magdalen as 
the new Sceptre Pride. 


The room comes alive with immortals dis- 
cussing the Elder Magdalen’s boast. Seth-Ra sepa- 
rates himself from the pack and is seen discussing 
something with Judith, the bartender. Suddenly, 
the Cadre feels the ethereal wave of the ripple 
flow over their bodies. Any inquisitive types will 
join the others to find the source of such a strong 
pulse. One of the Player Personas may be the 
lucky individual who gains immaculum from a 
spill: the escaping energy from a slain Immortal. 
Lying in the bushes outside the building is a pile 
of charred remains, and to make matters worse, 
the carcass is missing its Vex. 


Investigation reveals that the unfortunate is a 
Nimrod juggler arriving late to the Rialla. Any 
Immortal familiar with the Nimrods knows that 
they operate in Triads, so there remain two more 
somewhere in the throng. The Magdalen quickly 
usher everyone back up to the fourth floor, and 
the remains ate hidden. The atmosphere is now 
tense as Pride warily eyes Pride, and our heroes are 


in the middle. 


Now the Personas are thrust into the fire. The 
Cadre is cornered by Seth-Ra and several of his 
followers. They demand the characters recount 
their whereabouts at the time of the murder. Make 
the players sweat. Seth-Ra is an unsettling indi- 
vidual and has a feeling of immense power about 
him. Once paranoia has been suitably stirred, have 
Wayne step in and vouch for the players’ inno- 
cence. Seth-Ra will angrily leave. 


Wayne will quickly usher the Personas into a 
nearby room and point out a large hairy individual 
dressed for outdoor life. This man he identifies as 
Skartha, a Tautha. Any Persona with Rank 4 in 
his Blue Halo is perceptive enough to pierce the 
illusion around Skartha to see the large two-edged 
axe dangling from the angry newcomer’s right 
hand. Anyone who chooses to follow the angry, 
armed Immortal will see Skartha thunder into a 
conference room off the main hall, corner a resi- 
dent Magdalen and begin to bellow about a tragic 
and horrendous murder. 


Very quickly, Augustus will arrive, close the 
door and shoo away any spectators. Any Persona 
choosing to eavesdrop, through what ever means 
at hand, will learn that Skartha is here to find 
someone that destroyed a rare Sunedrion Weald, 
an atrocity by almost anyone’s standards. 
Augustus, however, seems unimpressed. He tells 
Skartha of the Nimrod’s murder and warns him to 
stay out of the Madgalen’s way. The two then part. 


Any Persona staying with Wayne will be asked 
to help decipher the recent events. He is rather 
well ranked among the Arachne and offers several 
rewards as incentives. As the Personas are weigh- 
ing Wayne's offer, each of them begins to feel an 
arctic ache growing in their joints and bones. Four 
points of each Persona’s Immaculum has just spon- 
taneously turned into taint. No serenade was mis- 
played, nor can any other reason for the accrual of 
the taint be found. Wayne, too, has had the taint 
forced into his system. 


From outside the door, a moaning can be heard. 
Should the Cadre investigate, a lone, pale Peri of 
about eleven years of age lies in agony against the 
wall. As the players watch in horror, the 
Immortal’s skin turns pitch black; a low rumbling 
sound emerges from the air around them, and the 
Peri’s eyes go wide with terror. The rumbling 
erupts into a deafening roar as the Peri’s crumpled 
form dwindles to a black point in the air and van- 
ishes, along with the roar. The poor unfortunate 
was overcome by taint, it consumed his 
Immaculum and sent him to the Dominions, all 
with no visible cause. 


This terrifying tableau causes Wayne to pale. 
Whatever is causing random fits of taint in 
Immortals must be found and stopped. Wayne says 
he must confer with some of his Arachne fellows. 
With promises of a swift return, he departs, and 
the Cadre is free to pursue its investigation. 


SHADIS THIRTY-FOUR 


An Adventure for Immortal 


Players, being the devious little invertebrates 
that they are, will doubtless try their best to knock 
this plot into a cocked hat. Let them run, discover 
new people to talk to, then spring the next set of 
shockers on them. 


From somewhere outside the building, there 
comes a thunderous ripple that rolls through the 
mantle. Should the Cadre investigate, a pile of 
burning clothes are found behind a bench — 
clothes that belonged to an Anopheles keeper 
seen at the Rialla. As with the Nimrod, the body 
has been reduced to ash and the vex stolen. Poking 
through the remains is Judith, the tryst bartender. 
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However, Judith’s demeanor has completely 
changed. Gone is the smiling facade. What now 
stands in front of the Cadre has all the warmth 
and openness of a glacier. With an imperious “stay 
clear of my path,” Judith stalks back into the man- 
tle. She is obviously more than just a juice jockey. 


Back inside the building, the carnival atmos- 
phere is lost. Subsumed into a slowly building 
paranoia, lines are now clearly drawn between 
Prides, and everyone is on edge. The Personas 
now have almost free rein to pursue what they 
wish. The Narrator needs only to balance the 
paranoia with the rewards of visage and respect. 








(Continued from last 
page) 
Precious Metals 
Coins: 1 gold coin = 10 sil- 
ver coins = 100 copper 
coins. “Large” coins are 

double value. 

Bars: Equal to 50 coins of 
that metal. Two metals not 
commonly found in coins 
can be found as bars: plat- 
inum bars are worth 100 
gold coins, and brass bars 
are worth 5 gold coins. 
Weight: Coins weigh 50 to 
the pound. Bars weigh one 
pound each. 


Checks 


In Pulp Dungeons, random 
events are presented as 
checks, meaning the refer- 
ee must roll a six-sided die. 
For instance, to avoid a 
falling stone, a character 
might have to “roll a 1 or 2 
on 1d6." Characters with 
deficient or outstanding 
attributes, or with appro- 
priate skills, may get a mod- 
ifier of one or two points to 
a check (at the referee's dis- 
cretion). 


Getting to the Dungeon 


When the adventure 
begins, the characters have 
already received a map 
from their friend Elzbet. 
They have travelled five 
days through the barren 
hill country to reach the 
ruined tower, and there are 
no human = settlements 
nearby. The adventurers do 
not know how to get into 
the dungeon beneath the | 
| tower. 

















































Encounter 1: 
Crumbling Tower 
Icy rain stings the face as the 
adventurers press on toward 
the tower, The chilling howls 
of wolves have drawn ever 
closer in the gathering dark- 
ness. Feeble lanterns and 
vccasional lighming light the 
muddy path, and two hours 
past sunset the tower looms 
| before them. The gray stones | 
| are crumbled and missing in 
places, the mortar long-since & 
eroded. Carved faces and 
small gargoyles, equally worn, 
gaze down as the adventurers 
approach. There are no obvi- 
ous doors at ground level, and 
the lowest window is twenty 
feet in the atr. 
The adventurers have a few 
minutes to investigate the 
cower hefore the timber 
wolves close in and attack. 
Timber Wolves (4): These 
are scroungy, shaggy beasts, 
pressed to attack the party 
out of starvation. 


Monster Style: The wolves 
circle and try to catch a 
party member alone before 
assaulting them as a group. 
Confronted by large num- 
bers, they retreat for a few 
minutes, but they are des- | 
perate and fight to the last 
animal. 

Physical Attributes: These 
wolves are emaciated and 
near death to begin with; 
any damage kills them. 
They are quick, and can 
move twice as fast as a 
human. 


The Ruins: After defeating 
the wolves, the characters 
can freely investigate the 
tower. The interior floors 
have rotted and collapsed, 
filling the bottom half of 
the tower shell with moldy 
| timbers and stones. There 
are no trap doors or other 
entrances to the dungeon fq 
from inside the tower. 
Treasure: Characters that 
reach the bottom inside the 
tower find a small iron box. 
It is locked and there is no 
key. Forcing the box open, 
| they will find a tiny gem 
(worth 50 gold coins) and a 
half-finished letter, 
scrawled on a rolled parch- 
ment in an ancient, uniden- 
tifiable language. 
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Throw in some of your own Non-Persona Actors 
and then spring the last atrocity on them. Right 
inside the elevator that leads into the mantle, the 
last murder occurs. 


Anyone who is standing anywhere near the ele- 
vator feels a spill of freed Immaculum, a thunder- 
ous near-physical ripple, and the elevator doors 
open to reveal a pile of clothes rumpled on the 
floor and a patina of blood that completely films 
the interior of the car. Among the clothes is a 
necklace that signifies the deceased as a Slayer of 
Pride Banjax. 


Investigation 


Now the real rumblings begin. Seth-Ra 
and another Banjax accuse Augustus of 
being behind the murders. The whole 
Rialla is just a cover to eliminate local 
Immortals to consolidate the Magdalen 
power base. Augustus accuses Seth-Ra and 
the Phoenix of attempting to undermine 
the Magdalen mantle. 


At this point, the avenues open to 
investigation by the Cadre are: 


The Magdalen: Augustus seems to have 
ulterior motives for the Rialla. However, 
he is genuinely concerned for the murders. 
They are occurring around his mantle, 
after all. 


The Phoenix: Seth-Ra and the other 
‘Phoenix are definitely out for the 
Magdalen, but all of the Phoenix Pride 
members have air-tight alibis for the mur- 

ers. 


Judith: A mere bartender she is not. 
Judith is not acting in any way like a sub- 
servient tryst. If anyone bothers to check, 
she possesses a full Immortals halo as well 
as a vex. If anyone confronts her about it, 
she imperiously tells them to mind their 
own business. A clue, however, is that 
Judith is immediately on the scene each 
time a ripple occurs. 


The Taint Problem: Sudden influxes of 
taint simply do not occur naturally. Aside 
from one or two unfortunates being ban- 
ished to the dominions, the Immortals 
with the most taint are the Magdalen. 


Wrapping Things Up 

Now events unfold into the climax. A 
loud ruckus erupts from the other end of 
the building. Rushing to investigate, the 
Personas find Seth-Ra under attack by 
three people wearing tattered clothes, all 
wild-eyed with frenzy and utilizing rough, 
unpracticed serenades. 


If the Personas do not intervene, Seth- 
Ra quickly executes his attackers with aid 
from Wayne. If the players want some 
combat, allow them to dispatch the assas- 
sins. Any investigation of the bodies or interroga- 
tion of a live attacker reveals that they were atten- 
dees of the night’s football game, and their last 
memory was of being snatched from a car in a 
nearby parking lot. Someone kidnapped three 
unlucky twilights, erased their memories, implant- 
ed the vexes from the murdered immortals, taught 
them some very basic serenades, and sent them 
out to attack Seth-Ra. 


Seth-Ra retires to a chair to compose himself 
and Wayne asks the Personas what they have 
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learned. The Arachne confides that through his 
colleagues he has learned that the Tautha is on the 
rampage because someone slaughtered a 
Sunderion Weald and stole the Palladium. His pri- 
mary suspect are the local Magdalen. He has also 
learned that just before the Rialla was announced, 
a Magdalen cadre assaulted a Phoenix stronghold 
and supposedly made off with something impor- 
tant. 


Once again, let the players pursue their leads to 
their hearts’ content. If they seem stumped, Seth- 
Ra stands in the middle of the hall and begins to 
sing a clarion symphony of unearthly beauty. He is 
summoning the Jury. 


The lights in the building dim as a brilliant 
crimson luminescence appears in the ballroom off 
the main hall. The light strobes and coalesces into 
two figures, one male and one female. Both are 
dressed in dark boots, slacks and featureless shirts 
and pitch black longcoats of elaborate cut. Their 
features are plain and both have expressions of 
serene calm. 


At this point the threads of this confusing mess 
begin to come together. Just how much visage 
Personas will gain through counting coup depends 
on how much of the main plots the Narrator 
allows them to discover. 


Most of the evening's sequence of events was 
engineered by Seth-Ra. He was the one who killed 
the Sunedrion Weald, stole its power and forged 
the piece of pseudo-Palladium. Whereas normal 
palladium removed poison and taint from 
Immortals, the new object invested Immortals 
with taint. Pride Phoenix then let a Magdalen 
cadre infiltrate one of their strongholds and steal 
the pseudo-palladium. Augustus, acting true to 
form, staged the Rialla and invited all the locals to 
attend so he can count coup on the Phoenix in 
front of everyone. Seth-Ra simply waited for the 
taint to begin to subsume the Magdalen and their 
blowhard of a leader. 


As for the bartender, Judith was a Nimrod plant 
posing as Augustus’ tryst to spy on the Rialla and 
see to it that the silence was maintained. The 
Nimrod reduced to ash outside was her triad mate. 


And the mysterious murderer? That would be 
Jude, the Morrigan Slayer. Jude deduced that the 
sequence of events might have pushed the 
Magdalen or the Phoenix to attempt to oust the 
Morrigan and become the Sceptre Pride. So our 
dear little amoral Morrigan set out to create 
enough chaos to keep the two rivals at each others 
throats long enough to eliminate any real threat 
they might be to his Pride. 


This is an example of the stratagem in action — 
plot and counterplot, skullduggery and intrigue, 
part and parcel of the world of Immortal... 


Glossary 
Counting Coup: The public embarrassment of 
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one Pride by another through strength of subtlety. 


Dominions: A spirit realm that lies parallel to the 
mortal realm 


Immaculum: Life force. The wellspring of all liv- 
ing things. 


Juggler: An occupation of calling in the Perpetual 
society. A juggler is someone who analyzes data 
and findings and directs others to gain the most 
benefits from the results. 


The Jury: A cabal of Immortals feared for their 
power. The Jury is the only know group of 
Immortals to willingly dwell in the hazardous 
Dominions. They are also responsible for hearing 
claims of counting coup and granting visage. 


Mantle: A small, custom-designed pocket dimen- 
sion generated by a tryst. 


Palladium: A rare element, resembling Amber, 
that possesses the power to remove taint and poi- 
son from an Immortal. 


Probe: A calling or occupation in the perpetual 
society. A probe is an investigator, agent provoca- 
teur and spy. 


Rialla: A fantastic atmosphere that is cultivated 
to generate free flowing Immaculum. 


Ripple: A supernatural effect, a backlash, that is 
felt by near-by Immortals when a serenade is used 
on another's halo or person. 


Sceptre Pride: The Pride with the most visage 
and the recognized leader of all other Prides. 


Serenades: Mystic powers that derive from the 
Immortals Vex. 


Silence: The Nimrod-enforced rule of never using 
serenades on another's halo. 


Slayer: An occupation or calling in the perpetual 
society. A slayer is a warrior and the rare sanc- 
tioned executioner among his peers. 


Spill: A rush of Immaculum that is freed into the 
surrounding area when an Immortal’s body is 
destroyed. 


Stratagem: The rules and laws for counting coup 
in the Perpetual society. 


Sunedrion Weald: A tree containing a portion of 
an Immortal’s power. | 


Tryst: The product of a mating between an 
Immortal and a human. A tryst can mentally cre- 
ate and sustain the pocket realms of Immortals 
called Mantles. 


Visage: The supernatural aura of respect that sur- 
rounds an Immortal who has been granted coup 
by the Jury. 


Vex: A small crystalline reed-like shard located in 
the throat of Immortals. Vexes allow Immortals to 
play serenades. 4 









Encounter 2: 


Protectors of the Cellar 


| The adventurers explore the 
ruined tower, inside and out, 
and find nothing. No trap 
» no stairways, not so 
much as a hole in the ground. 
Maybe Elzbet was wrong, 
and there is no dungeon here. 
Frustrated, the adventurers 
search the grounds around the | 
#1] tower; they find an overgrown 
well and the rotting wooden 
doors to a storm cellar almost 
covered with sod. 
The well is mostly filled 
with dirt and debris. Thirty 
feet down is a nest of vipers. 
Vipers (4): The vipers are 
normal animals, highly poi- 
| sonous. 
Monster Style: In this 
instance, the vipers are star- 
tled and merely trying to 
protect their nest. They 
immediately strike at the 
invading adventurers. 


Monster Attack: The & 
viper's bite causes no hits of Fa 
damage, but can inject a Be 
poison which can kill a Fe 
J weak or infirm character in & 
a9 just 3d6 minutes. Stronger 
characters are sickened and 
slowed to half speed and 
attacks in the same time. 
This effect lasts for at least a 
day. 

Physical Attributes: Vipers 
are 1-hit monsters. They are 
quick, but can only slither 
as fast as a human can walk. 


Four gargoyles animate to 
protect the true entrance to 
the dungeon, the storm cel- 
lar. 

Lesser Gargoyles (4): The 
gi ancient stone guardians 
fy vary greatly in power; these 
#@ are a lesser variety common 
to the surface world. | 
Monster Style: Gargoyles 
are terrifying brutes that 
wait to ambush creatures 
fooled into thinking they're 
just stone statues. They gain 
a large bonus to surprise, 
and are capable of flight. 
Monster Attacks: They 
attack with their claws and 
bite. The two claw attacks 
| inflict 1 hit each of damage, 
the bite 2 hits. 

| Physical Attributes: Lesser 
gargoyles are very tough, 4- | 
hit monsters. Their hide is 
equivalent to chain armor, | 
but all weapons inflict nor- | 
mal damage against them. 
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Two Points of Light — 


A pair of (relatively) safe 
hidey-holes for Over the 
Edge 


any people go to Al Amarja to lose 

themselves, to run away from their lives. 

Others have their lives and their selves 
stolen from them. One such was a man named 
Cougar. Through luck, skill, and the aid of friends, 
he gained back all which had been stolen from him 
and more. When the death of a friend and the 
continual threat of his enemies on Al Amarja 
finally persuaded Cougar to leave, he determined 
to see that other people who had suffered similar 
misfortunes to his could be assured of a safe, friend- 
ly place to catch their breath and get back on their 
feet. To this end, he founded two facilities, hand- 
picked the people to staff them, and left two points 
of light in the shadows of Al Amarja. 


Cougar Academy 

The Cougar Academy is housed in a converted 
warehouse on Offal Lane between Plaza of Flowers 
and Plaza of the Four Cardinal Points. When it 
was founded Cougar was the head instructor. 
Though Cougar’s name still appears on the deed 
for the Academy as sole owner, he has lent the 
administration of the Academy to his hand-picked 


staff. 


Currently the Academy offers classes in Asian 
and European martial arts at the beginning, inter- 
mediate, and advanced levels. Anybody is wel- 
come, as long as they pay their class fee and adhere 
to the Academy’s rules. The rules are simple: the 
instructor's word is law, and all grudges and preju- 
dices must be left outside. Anybody who does not 
obey these rules is invited to leave without refund. 


The head instructor is Shiryu Arashikage. 
Shiryu’s wife Dominique is head administrator, as 
well as an instructor. The instructional staff is 
rounded out by Fyodr Ivanovich Putin, who also 
serves as custodian and handyman. Security is pro- 
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vided by the Aries Gang. 


The office wing of the warehouse has been con- 
verted in a two-bedroom apartment. The class 
area occupies the majority of the storage wing, 
with one corner devoted to showers and locker 
rooms. The apartment and the class area are con- 
nected by one door, made of steel with a lockbar 
across the middle. 


The only other entrance into the class area of 
the Academy is through a set of loading doors at 
the opposite end of the warehouse. When it’s 
warm, the loading doors are customarily left open 
during class hours for better ventilation. A nor- 
mal-sized door is inset into one of the loading 
doors. A trap door in the ceiling allows access to 
the roof, but there is no direct access from the roof 
to the street. 


The apartment has three entrances. In addition 
to the door to the class area, there is a set of dou- 
ble doors at the front of the apartment. These 
doors are identical in construction: steel with a 


middle lockbar. 


The existence of the third entrance is known 
only to a few people. It’s a tunnel which leads 
from the apartment living room, under Offal 
Lane, to the converted warehouse across the 
street, the Talbot-McGee Memorial Shelter and 
Clinic. The tunnel also connects to the network 
of tunnels used by the Glugs, though access to the 
Glug tunnels is controlled by a steel door with a 
voice and digital keypad lock. 


When he founded the Academy, Cougar spared 
little expense in turning it into a virtual fortress. 
As previously mentioned, all exterior doors are 
made of steel with middle lockbars. All windows 
are made of high-impact polycarbonate resin, 
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Encounter 3: Storm 

| Cellar 

| The adventurers descend the 
| storm cellar steps, overgrown 
with vines and difficult to tra- 
verse. The darkened cellar is 
filthy, with long roots hanging 
from the ceiling. Decayed 
benches and shelves line the 
walls. There are masun jars 
smashed on the ground, near- 
ly covered in dust, dirt, and 
cobwebs. There is a pray 
wooden door, heavily pad- 
locked, across the cellar from 
the steps. 

The filthy ruins crawl with 
giant crickets. Adventurers 
searching through the 
debris find them easily. 
Otherwise, they attack with 
surprise when they move 
roward the wooden door. 


Giant Crickets (4): These 


are enormous variations of & 


the common insect, more 
than 4 feet from head to 
back of the hind leg. They 
have enormous black eyes 
and wavering antennae. 

Monster Style: The crick- 
ets wait until the characters 
are among the debris before 


attacking. They don’t § 


understand the magical 


properties of the painful Be 
magic, but know that vic- & 
tims among the rubble are Bey 


easier to defeat than other- 
wise, They leap out of the 
darkness with tremendous 
speed and dexterity, gaining 
a honus to surprise. 

Monster Attack: The 
crickets have a bite that 
inflicts a hit of damage. 
1 They can also leap onto vic- 
tims — trying to crush them 


— every third round of Be 


combat. A successful leap 
inflicts two hits of damage 
{ and the character must roll 
| al or 2 on 1d6 to keep his 
feet. 

Physical Attributes Giant 
| crickets are 3-hit monsters. 
Their chitin is very tough, 
yet easy to work with metal 
tools, A skilled artisan 
could create shields or other 
rigid pieces from their 
remains. 

Treasure: A handful of 
mason jars are unbroken. 
Inside are plucked eyes and 
horrid gizzards: spell and 
potion components. There 
are & jars intact, each one 
worth 5 silver coins. 





which is resistant to gunfire and projectiles. All 
doors and windows are rigged with silent alarms, 
which ring into the offices of Talbot-McGee and 
Aries Headquarters. 


Electrical power is assured in the event of a 
blackout by on-site generators. Psychic defense is 
provided by a Seversen Disruption Field. 


Floor Plan 
Apartment 


Bathroom: The apartment has two bathrooms. 
One is off the master bedroom, and the other is 
assure privacy. Both are full bathrooms, with tub, 
sink, cabinet, and toilet. To one side of the sink in 
each bathroom is a mirror-fronted cabinet for 
medicines and toiletries, as well as a large mirror 
of the wall above the sink. The window in the 
master bath is frosted to assure privacy. 


Bedroom: The apartment has two bedrooms, a 
master and a guest bedroom. The master bedroom 
has its own bathroom. It contains a king-size bed 
with matching bedside tables, two wardrobes, and 
a long dresser with a mirror on the wall above the 
dresser. Lamps sit atop each bedside table. The 
walls are decorated with photographs of Shiryu 
and Dominique’s respective families. Obviously, 
this room is used by the Arashikages. 


The guest bedroom boasts a queen-sized bed 
with bedside table, wardrobe, and dresser. Its 
decor is slightly more generic, though one wall is 
a full-size mural painted by Cougar’s second wife 
Alexondra. This room is kept reserved for any 
overnight guests the Arashikages may entertain. 


Foyer: The double front doors open into a 
small foyer with cabinets for coats and other out- 
door apparel. The inner set of doors appear to be 
decorative wood with glass windows. Each inner 
foyer door is in reality a door-size sheet of polycar- 
bonate resin sandwiched between decoratively 
carved wood panels. The inner doors do not have 
a lock bar, but do have deadbolts at tunnel. 


Kitchen: This area also serves as a dining room. 
A dining table capable of seating four people 
occupies the corner nearest the bathroom. The 
dining area is separated from the kitchen by a bar 
which also houses the stove and countertop. 
What wall space is not occupied by windows is 
taken up by overhead cabinets and counter space 
with cabinets and drawers underneath. In addi- 
tion to a conventional stove, the kitchen also 
boasts a double basin sink, microwave oven, full- 
size refrigerator-freezer, and all the usual small 
appliances. 


Living Room: The largest room in the apart- 
ment. The wall which adjoins the master bedroom 
is dominated by an impressive audio-visual system 
consisting of a large-screen television, laserdisc 


Two Points of Light 


and CD player, videocassette recorder, and radio. 
Sound comes from the speakers placed strategical- 
ly around the room. A sectional sofa unit stretch- 
es from the corner of the foyer almost completely 
across the length of the room. Part of the sofa con- 
tains a foldaway bed. Behind the sofa is a display 
case containing tournament trophies and various 
knickknacks. A ceiling-height bookcase domi- 
nates the back wall, filled with books. 


Behind the A-V system is another shelf where 
laserdiscs, CDs, and videocassettes are stored. This 
shelf also conceals the entrance to the tunnel. 


Office: From this room, Dominique Arashikage 
keeps the accounts for the Academy, as well as 
Talbot McGee. It is a full-equipped modern office, 
with computer, fax, filing cabinets, laser-printer, 
modem and telephone all arranged on or around 
the single desk and executive chair. In addition, 
the smaller stereo set provides Dominique with 
music while she works. 


Class Area 


The class area of the Academy is simply an open 
area, large enough for multiple classes to be held 
simultaneously. The concrete floor has been cov- 
ered with wood, and padded mats may be rolled 
out for beginning classes. When not in use, these 
mats are kept rolled up against the walls. The walls 
are decorated with banners and paintings depict- 
ing various virtues such as patience, discipline, 
tranquillity, and kindness. 


Students enter through the outer doors, never 
through the apartment. In one corner of the class 
area are the showers and locker rooms. Students 
wishing to do so may keep their exercise outfits 
here between classes, or their street clorhes while 
they are in class. The showers are communal for 
each gender. 


Personalities 


Dominique Arashikage 
Birthplace: Paris, France 
Age: 26 

Citizenship: French 
Height: 5'4” 

Build: Slender, athletic 
Hair: Dark brown 

Eyes: Green 

Skin: Average 

Traits (central Trait li i 

Genius (able to talk on many subjects): 3 dice 
Move (remembers details about people): 3 dice 
Savate (well-toned legs): 4 dice 

Hits: 4 dice 

Flaw: Pacifist 
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A Pair of Havens for Over the Edge 


Languages: English, French, Japanese, Russian 
Secret: Dominatrix, being a Mover 
Motivation: Excellence in her profession 
Important Person: Shiryu Arashikage 
Allies: Guinevere M’buka, Philosopher’s Stone 
Enemies: Cut-Ups, Peace Force, Pharaohs 
Impression: She has a delicate beauty and mild 
manner. Her voice is quiet and calm, her manner 
matter-of-fact without being overly blunt. She uses 
her position with the Academy and Talbot-McGee 
to form her own Mover cell. Toward this end, and 
because she is attracted to her, she has begun an 
affair with Guinevere M’buka. Not even Shiryu is 
aware of, her status as a Mover. This has not con- 
flicted with her dedication to Cougar’s ideals... 
yet. 


Shiryu Arashikage 
Birthplace: San Francisco, USA 


Age: 30 
Citizenship: American 
Height: 5’9” 

Build: Slender, ripped 
Hair: Black 
Eyes: Brown 
Skin: Average 





Traits (central Tra ! 
Martial Artist (body tone like Bruce Lee) 4 dice 
Charisma (intense stare, ready smile) 3 dice 
Lucky (gets all the breaks) | die 

Hits: 4 dice 

Flaw: Constantly out to prove himself 
Languages: English, Japanese 
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Secret: Insecure in his own skill 

Motivation: To fill Cougar’s shoes 

Important Person: Dominique Arashikage 

Allies: Any allies of the Academy 

Enemies: Any enemies of the Academy 

Impression: Brash, outgoing, and friendly, he 
exudes a boyish, Peter Pan-like charisma. An 
inveterate punster, he becomes ice-cold serious 
when circumstances warrant. He takes his respon- 
sibilities very seriously. He is aware of his wife’s 
bisexuality, but not of her involvement with the 
Movers, her affair with Guinevere M’buka, or her 
taste for sexual domination. 


Fyodr Ivanovich Putin 
Birthplace: Vilnius, Lithuania 
Age: 51 

Citizenship: Russian 

Height: 64” 

Build: Muscular 

Hair: Brown 

Eyes: Light blue 

Skin: Bronzed 
Traits | Trait listed first 


adury Rig Mechanic (constantly tinkering) 4 
ice | 





Boxing and Wrestling (scarred knuckles) 3 dice 
Storytelling (always has an anecdote) 3 dice 
Hits: 3 dice 

Flaw: Functional alcoholic 

Languages: Russian, English 

Secret: Wanted for murder in Russia 
Motivation: To live out his life in peace 
Important Person: all children 


Encounter 4: Guardian 


The hallway beyond the storm 
cellar has stone floors, walls and 
ceilings. There are two reces- 
sions in the wall on either side 
before the hallway ends in 
another padlocked door. There 
is no natural light. 

The adventurers find a silver 
chalice on a two-foot stone 
pedestal in each recession. 
Each one is filled with gray 
ash and they are labeled “My 
Beloved Angela”, 
“..Katrina", “...-Gabrielle”, 
and “...Bernice”. The first 


| three are tarnished and laden 
| with cobwebs. Bernice's chal- 
| ice, however, is polished and 


clean. 


Characters touching 
Bernice’s chalice bring the 
swift retribution of the 
Inflictor, lurking in the shad- 
ows above the adventurers. 
Inflictor (1): The Inflictor is 
a round blob of flesh with one 
large bloodshot eye and sev- 
eral specialized tentacles, 
hovering magically. 

Monster Style: The Inflictor 
is created to unleash its ter- 
rors on helpless, restrained 
victims, but it can engage in 
normal combat as well. In 
such a case, it tries to hover 
silently to gain surprise. Once 
in combat it unleashes as 
many attacks as possible, hop- 
ing to create confusion, then 
hovers up out of reach. 


Monster Attacks: The 
Inflictor has four specialized 
tentacles, each of which can 
attack simultaneously. The 
first has an acid coating that 
inflicts 1 hit of damage and 
dissolves non-magical armor 
and shields on contact. The 
second has a razor edge that 
inflicts 2 hits. The third can 
shoot a gout of flame at any 
target within short range, 
inflicting two hits. The fourth 
is highly specialized, ending 
in a bony thumb screw; it can 
be employed against fallen 
victims to inflict great pain 
and 1/2 hit of damage. 
Physical Attributes: The 
hovering monster moves 
slowly and cannot flee from 
adventurers, though its alti- 
tude is unrestricted. The 
Inflictor has a thick hide 
equal to chain armor. It is a 6- 
hit monster. 


Treasure: The chalices are | 
worth 5 gold coins each. 





Encounter 5: 
Laboratory 


This room has been ransacked 
years ago The many tables and 
chairs have been splintered, 
the things on them scattered 
and smashed. There were 
bouks and papers, now scat- 
tered and torn, glass vials and 
beakers, smashed, and bones of 


all sorts cracked and discard- 
ed, 


Black slime, once confined 
to Carlock's test tubes, lurks 
among the ruins. 


Black Slime (1): Black 
slime accumulates in the 
subterranean realms where 
it feasts on hits of rusted 
metal. 


Monster Style: It clings to 
walls or doors where passers- 
by are likely to scrape 
against it. Its attack is sub- 
tle, often going unnoticed 
until the damage is done. 


Monster Attack: The slime 
causes stinging irritation to 
exposed skin or fur. The 
resultant rash is very 
unpleasant, but constitutes 
no actual damage. However, 
the black slime corrodes all 
metals, including those with 
a magical enchantment. 
After three minutes of con- 
tact, the metal is.weakened, 
and after six, it is rusted, pit- 
ted, and useless. 

Physical Attributes: Black 
slime is immune to normal 
attacks. It can be washed off 
or burnt away, but an 
unthorough job leaves 
enough residue to continue 
corroding or — irritating. 
Slime can ooze slowly from 
place to place in search of a 
hetter position to feed. 


Treasure: There is nothing 
of value among the smashed 
articles of the laboratory, 
just bits of metal, glass, and 
rotten wood. The many 
papers, however, have some 
interesting information, 
The language is archaic, but 
readable, penned and signed 
by Carlock himself. Several 
refer to a large beast he was 
constructing out of pieces of 
other monsters; the sketches 
are varied, with dog's heads 
and ram's heads, tails and 
wings grafted from all sorts 
of creatures. It is unclear if 
the beast was completed; it 
lives on the pain of others 





Allies: Garbage Men 


Enemies: Peace Force 


Two Points of Light 


part, or taking a drink. A genius at jury-rigging 
and telling stories, he always keeps candy in his 
pockets for the children who seem drawn to him, 


Impression: Bearded, hard-drinking, glower- and for whom he has a genuine soft spot. 


: ing, foul-mouthed. When he is not teaching box- 


ing and wrestling he is fixing something, getting a 


Cougar Academy 


Kitchen 





Class Area 


Bath 


Office 


Showers/Bathrooms 


Living Room Guest 


Master | Bedroom 


Bedroom 


| Foyer 
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‘Talbot-McGee Memorial 
Shelter & Clinic 


Cougar founded his martial arts academy to give 
people a place to learn to defend themselves. He 
founded the Talbot-McGee Memorial Shelter & 
Clinic as a place for those who haven't learned 
what the academy has to teach, or are the victim 


of forces against which hand-to-hand combat is 
futile. 


Talbot-McGee (the name may refer collectively 
to the clinic and the shelter or to either individu- 
ally) is located directly across Offal Lane from the 
Cougar Academy. The facility is owned wholly by 
Cougar, but managed by on-site staff. Security is 
provided by the Aries Gang. Talbot-McGee is sup- 
ported primarily by medical fees charged by the 
clinic and rental on the apartments. Charitable 
contributions are accepted as long as no condi- 
tions are placed on the donation. 


The mission of Talbor-McGee is to provide aid 
to people who need it. That aid may consist of a 
place to stay (or hide), medical aid, or employ- 
ment. Refugees must be approved by ether Anwar 
al-Siham or Guinevere M'buka. Residents must 


have their cases reviewed and approved by both al- 
Siham and M’buka. 


At Ms. M’buka’s discretion, some residents may 
stay without paying rent. These residents are 
expected to contribute some sort of goods or ser- 
vice to the facility, even if they can’t pay. The 
employment service is run by Mr. al-Siham, and 
caters to trades both conventional and not. The 
clinic is open to the public and charges competi- 
tive fees. 


; 

Like the Academy, Talbot-McGee is a convert- 
ed warehouse. While the Academy only required 
minor renovation and reinforcement, reconstruc- 
tion on Talbot-McGee has been extensive. The 
storage portion of the warehouse has been made 
over into a three-story atrium. Sixty-eight studio 
apartments rise around a small garden park, 
accessed by elevators or stairs, to a skylight roof of 
translucent polycarbonate resin panes. 


Skylight panels may be opened for ventilation 
in warmer weather. Entrance to the facility is pos- 
sible through a ground-level corridor which passes 
between the shelter offices and clinic to the atri- 
um. This corridor has two gates, one at the front of 
the office and clinic wings, and a second at the 
atrium entrance. The outer gate is customarily 
kept open at all times. This gate is made of iron 
bars with polycarbonate resin panes, and is 
hydraulically powered. It is also equipped with a 
video camera and silent alarm. 


The alarm rings into the administrative and 
medical offices, Cougar Academy, and Aries head- 
quarters, should the gate be shut or breached. This 
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outer gate is shut only during a large-scale threat 
to the facility, like a concentrated attack by a large 
gang. The inner gate is usually kept shut. It is also 
iron, but without polycarbonate resin panels. It 
boasts a digital keypad lock and a doorbell/inter- 
com. Only Talbot-McGee staff and residents have 
combinations to the keypad. The doorbell/inter- 
com is for people who wish to visit a resident. 


The tunnel which connects Talbot-McGee and 
Cougar Academy has its entrance inside this cor- 
ridor, just inside the inner gate. Only Talbot- 
McGee staff are aware of the tunnel’s existence 
and the method of entry. Only Anwar al-Siham 
and Guinevere M’buka have the combination and 
voice patterns to operate the door which accesses 
the Glug tunnels. 


As with Cougar Academy, little expense was 
spared reinforcing Talbot-McGee. The entrances 
to the offices and clinic are steel with central 
lockbars. All windows on all floors are polycar- 
bonate resin. In case of power failure, reserve gen- 
erators can furnish power to the facility. Psychic 
defense is provided by a Seversen Disruption 
Field. 


Floor Plan 
Administrative Offices 


Conference Room: The purpose of this room is 
obvious from the long table which occupies its 
center, surrounded by ten chairs. A dry-erase 
board is mounted on the interior wall at one end, 
and a pull-down movie screen hangs from the 
ceiling above the board. The windows are hung 
with heavy curtains which can be closed to black 
out the room. 


Corner Office: This is Guinevere M’buka’s 
office, from which she oversees the affairs of 
Talbot McGee. An executive desk sits near the 
wall separating this office from the next one, with 
an unpretentious executive chair behind it. When 
Guinevere is around, a laptop computer sits atop 
the desk. The desk has the usual accouterments: 
desk calendar, phone, pen & pencil set, letter 
opener, pepper spray... Two chairs sit in front of 
the desk, and a couch sits along the other interior 
wall. Behind the desk is an aerial photo of Talbot- 
McGee. A laser printer sits on a small table 
beneath photo. Along the long exterior wall is a 
backless display cabinet which holds Watusi 
works of art and artifacts, and a modest stereo 
which is usually playing modern African composi- 
tions, or classic rock. 


Filing & Storage: The back wall of this room is 
lined with filing cabinets containing old financial 
records, medical records, and files on by a section- 
al sofa unit arranged in a U-shape. 


Talbot-McGee residents and staff. The rest of 
the room is filled with shelves which hold light- 


Encounter 6: Old 
Torturer 

Magical darkness blackens this 
rooms; normal light sources 
cannot penetrate its veil. 
Inside, adventurers can feel 
their way around stone slabs, 
bumping into wooden. tables 
and skeletons hanging from the 
ceiling. Cold steel instruments 
lie on the tables. 


#4 The executioner resides 


here, awaiting new victims. 
It tries to get adventurers on 
the torture slabs where it 
can mutilate them, empow- 
ering the beast in Encounter 
10. Every hit inflicted 
against the adventurers in 
this encounter powers that 


= | beast for the final encounter, 
| doubly so if the executioner 
| actually gets an adventurer 


on the slab. 


Hobgoblin Executioner 
(1): He is nearly seven feet 
tall, wears a black hood and 
thick gloves, and is covered 
with shagey brown fur. 

Monster Style: The hob- 
goblin protects his chamber, 
grabbing a poker and hot 
tongs to ward off intruders. 
If he captures any player 
characters, he chains them 
down to a table to finish the 
job. He can dispel the magi- 


| cal darkness with a single 


command. 


Monster Attack: The exe- 
cutioner's poker and tongs 
inflict 1 hit plus 1 hit for 
being red hot. 

Physical Attributes: The 
hobgoblin is a two hit mon- 
ster. Its thick hide gives it a 
leather equipment armor. Its 
speed and dexterity are 
equivalent to a human's. 


Treasure: Four stone block 
around the room have been — 
worked loose and put back | 
into place, something easily 
noticed by any dwarf among 


| the adventurers. There are 


recessions behind each of 
the blocks. The first three 


1 contain bits of bone and 
| teeth, nothing of value. The 
| last one contains all the bits 


of jewelry the executioner 
has snatched from victims 
over the years. There are 
pearl earrings worth 50 gold 
apiece, an amulet worth 15 
gold, a handful of rings 
worth 75 gold total, and a 
pair of gold teeth worth 5 
gold apiece. 





ee 


Encounter 7: Library 


The many tables and chairs of | 


this ancient library have been 
smashed and ruined. The 
pages of the books have been 
shredded and mostly decayed 
to dust on the chamber floor. 
The room is especially cold 
and drafty. 


The ghost of Bernice, | 
Carlock’s last love, haunts Fe 


the library, protecting the 
letters he once sent her. She 
is jealous of all living crea- 
tures, especially females, 
and protects the crumbling 
papers of the library to the 
end. 

Every year of aging inflicted 
by the ghost further powers 
the beast in Encounter 10. 
Minor Ghost (1): Beatrice’s 
ghost appears as a mon- 
strous, gaseous hag. 
Monster Style: Ghosts 
haunt locations peculiar to 
their lives, in this case the 
underground library. She is 
activated whenever any 
piece of a book is touched 
and immediately attacks. 


Monster Attack: The 
minor ghost inflicts no 
physical damage. However, 
when she faces a living crea- 


ture, she can age them | to 4 | 
years from sheer fright. 


Characters must roll 1 or 2 


on Id6é to avoid the loss, a 


otherwise showing instant 
siuns of advancing age. 
Physical Attributes: The 
minor ghost is a 3-hit mon- 
ster, Only silver or magical 
weapons can affect it The 
minor ghost can fly, pass 
through solid objects, and 
turn invisible to normal 
sight at will. 

Treasure: There is a bundle 
of love letters from Carlock 
to Bernice, tied with a faded 
ribbon and hidden in the 


|4 drawer of a smashed table. 


The last letters speak of his 
love for her becoming 
uncontrollable, and he 
makes references such as 
“mine is the heart of the 
beast,” and “from the heart 
of the beast | shall love you 
forever.” Work these in with 
a lot of sappy, bad poetry to 
make the clues less obvious 
| to the players. 














bulbs, fluorescent tubes, a slide projector, movie 
projector, projection TV, VCR, office supplies — 
all the odds and ends a modern office might need 
at a moment's notice. Chairs are stacked in one 
corner, and a few spare executive chairs are 
pushed against one wall. 


Reception: The receptionist’s desk sits in front 
of and to one side of the doors accessing the cor- 
ner office and the rest of the office wing. The desk 
boasts a computer, printer, phone, fax, and the 
usual accouterments. A panic button under the 
desk can be pressed to ring the silent alarm. 
During most business hours, Lien Lung Hua per- 
forms receptionist and secretarial duties. 


On the wall behind Lien’s desk are two photo- 
enlarged portraits of Talbot McGee’s namesakes, 
Jason Talbot and Salvation Rainbow Star McGee. 
McGee is a handsome man in his early thirties 
with platinum hair. Talbot seems to be wearing an 
extremely competent cat mask with black fur and 
green eyes. 


The chairs, couch, table, and coffee/tea service 
reserved for visitors take up the end of the room 
opposite the entrance. On the wall of the waiting 
area is a painting by Alexander Cougar. 


Second Office: Anwar al-Siham uses this office 
to assist Guinevere M’buka in running Talbot- 
McGee, and to interview and match clients with 
employers. al-Siham’s desk sits in front of the wall 
separating the two offices, with a low-backed 
executive chair accompanying it. A laptop com- 
puter and printer occupy most of the desk space. 
The opposite end of the room is taken up by a sec- 
tional sofa unit arranged in a U-shape. The wall 
behind the desk is decorated only by a single piece 
of framed parchment under glass. The parchment 
bears Egyptian hieroglyphics whose meaning al- 
Siham professes not to know. The long interior 
wall boasts a painting by Alexondra Cougar. 


Workshop/Storage: This is Fyodr Putin’s 
refuge, playroom, and sanctum. It is a labyrinthine 
jumble of tables, shelves, crates, trays, jars, stacks, 
and piles of items which Putin has bought, stolen, 
or scrounged which might one day still be of use. 
Not surprisingly, Putin has little trouble finding 
whatever item he might be searching for at any 
given time. A not-unexpected contrast is provid- 
ed by Putin’s tools, which are clean, in good con- 
dition, and neatly arranged. An alcohol still sits in 
one corner of the room. 


Atrium Wing 

Apartments: Each of the sixty-eight apart- 
ments in Talbot-McGee is laid along a similar 
floorplan. The only variations are in the place- 
ment of windows, or in those apartments border- 
ing Alexis Apostolidis’ and Fyodr Putin’s. All 
apartments consist of an entry hallway. To one 
side of the hallway is a bar separating the hallway 


Two Points of Light 


from the kitchen. 


The kitchen is all-electric, with a stove, single- 
basin sink, microwave, and refrigerator-freezer. 
Cabinets are above and underneath the counters. 
To the other side is the bathroom, consisting of a 
sink, toilet, and tub with shower. Past the bath- 
room is a closet with built-in dresser to store the 
resident’s clothes and belongings. Past the kitchen 
is a sturdy but inexpensive dinette set, a table and 
four chairs. The location of the twin-sized bed 
varies according to the location of the window, but 
is usually against the wall opposite. 


Residents are free to decorate their apartments 
in any manner they please, provided they keep it 
sanitary and do not damage the place. 


Elevators: Elevators are located at either end of 
the garden, and access all three levels of the atri- 
um. Stairs are located next to each one. 


Garden: Part of the renovation of the ware- 
house which became Talbot-McGee involved 
tearing out part of the concrete floor. Currently 
this is a grassy area surrounded by a waist-high 
hedge, with benches and two picnic tables. 


Staff Apartments: Only two staff members of 
Talbot McGee live on-site (though Guinevere 
M’Buka has been known to spend the night in her 
office on more than one occasion): Dr. Alexis 
Apostolidis, and Fyodr Putin. Each occupies a 
suite-style apt in a corner of the atrium ground 
floor. Both apartments consist of a living room, 
bathroom, kitchen/dining room, and bedroom. 
Both kitchens have a back door. The back door of 
Putin’s apartment accesses his workshop. Dr. 
Apostolidis’s back door leads to the medical 
offices. Naturally, the decor of each apartment 
reflects its occupant. 


Clinic 

Examination Rooms: Three of the examina- 
tion rooms are identical, with an examination 
couch, chair, stool, wastebasket, biohazard waste- 
bin, cabinet, and sink. The sink counter is crowd- 
ed with tools for examining eyes, ears, noses, 
throats, and other orifices. Blood-pressure cuff, 
disinfectant... you know the routine. One exami- 
nation room is set up for x-ray photography. 


Office: This is Dr. Alexis Apostolidis’ office. 
Her desk sits near the interior wall separating it 
from entrance from an examination room. On the 
desk is a computer, pens, pencils, an odd medical 
file or two, and a photograph of Dr. Apostolidis 
with an older the woman, presumably her mother. 
Two chairs sit in front of the desk, and an exami- 
nation couch sits room is against the other interi- 
or wall. On the wall behind Dr. Apostolidis’ desk 
are her diplomas and degrees. The windows are 
hung with heavy curtains which may be shut for 
privacy. 
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into the room, separating the outer entrance from 
the medical offices. The bar is equipped with a 
telephone. When the buzzer goes off, either Dr. 
Apostolidis or one of the Labinstein sisters will 
come out as soon as possible to receive the visitor. 
The far end of the room is furnished with chairs 
and a couch, and a painting of Alexondra Cougar 
hangs on one wall. 


Operating Room: With space at a premium, any 
medical equipment not needed for a given opera- 
tion is pushed against any convenient wall of this 
room. There is one table in the middle of the 
room. Exactly what equipment is here depends on 
the necessity of the adventure. 


Reception: The outer entrance to this room is 
equipped with a buzzer which rings into the offices 
in back. There is no receptionist’s desk here, and 
no full-time receptionist. Instead, a bar extends 


Storage: This interior door is equal in con- 
struction to the exterior doors in the rest of the 
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Encounter 8: Half Troll 
A very large coffin lies in the 
center of this hastily dug cham- 
ber. The coffin is padlocked 
from the outside and wrapped 
in chain and rope to keep it 


| closed. Its wood has splintered 


in places, as if something has 
tried to break through from the 
inside. The coffin could hold a 
creature up to eight feet tall. 


The coffin holds a strange 
half-troll beast. The creature 
slumbers often, but is awak- 
ened when someone tampers 
with the coffin. Once 
roused, the monster punches 
and kicks its way out of the 
already splintered box to 
attack; getting completely 
out of the coffin takes 1d3 
rounds of combat, during 
which the troll attacks at 
half effectiveness and is con- 
sidered a prone target. 


Red Man-Troll (1): This 
strange creature is a large 
human male with slabs of 
red troll flesh grafted and 
stitched onto its body. 


Monster Style: Brutish 
advance, no regard for tac- 
tics. 

Monster Attack: Two claw 
attacks for 1 hit each, plus 
poison for one more hit on 
every other strike. If both 
claws hit, then the troll 
automatically bires for 1 hit. 
Physical Attributes: Trolls 
are 4-hit creatures. After 
their hides are cut by edged 
weapons, they begin an 
unusual regenerating 
process, gaining one hit 
every round until they are 
completely healed. If their 
head is severed from their 
body, this process stops. 
They cannot regenerate hits 
from fire or acid attacks. 


Treasure: Behind the secret 
door is a small chamber, low 
so that a human must stoop 
to enter. Inside is a chest, 
covered in dust and cob- f 
webs. The chest is locked © 

and has a poison needle trap; 
an adventurer must roll | | 
through 4 to avoid the nee- | 
dles or suffer a sickening poi- 
son that incapacitates him | 
for 1d6 hours. Leather bags | 
of coins fill the chest. There | 
are 5 bags of 100 silver coins | 
each and 25 bags of 100 cop- | 
per coins each. There are | 
several empty bags as well. 





Encounter 9: Meat 
Room 
The currider beyond the secret 


door ts rough-hewn from gray Fe 
rock, and a chill breeze grects @ 


intruders. Deeper inside, the 


stench of rotting flesh becomes | 


almust overpowering when the 
corridar opens mto a hideously 
appomted chamber. Carcasses 
and slabs of meat hang on iron 
| hooks and chains from the ceil- 
ing; hundreds of rotting, mag- 
1 eot-ridden chunks of flesh dan- 
1 cle amid the buzzing flies, all 
but blocking the view of the 
wooden door on the far side of 


the chamber. 


The carcasses hang close 
together and at all heights 
through the chamber. A 
character must get through 
without bumping against the 
swinging meat. Contact 
imparts a poisonous larva 
onto the unfortunate adven- 
turer. 


Poisonous Larva: Each B 
larva is no bigger than a & 


man's thumb, gray and slimy 
with a bulbous red head. 


| Monster Style: Larvae lie in § 


| wait in inconspicuous filth 
| and waste, feeding on car- 
rion. But they love the smell 
and taste of living flesh and 
burrow toward it, If they can 
poison a man-sized creature 
and bring it down, they feed 
off it for weeks, laying eges 
in the rotting flesh. 

Monster Attack: The poiso- 
nous larvae crawl through 
the clothing of any who 
bump against them; 1d4 -1 
will crawl onto an adventur- 
er hefore the first of them 
burrow in. Only those inside 
the clothing can actually 
attack, making one attack 
par round and inflicting no 
damage. The poison, howev- 
er, takes effect after one 
round, slowing a man-sized 
creature to 1/2 speed after 
three bites, knocking him 
unconscious after six, killing 
him after nine. As long as 
the adventurers; remain 
standing, they can easily step 
around any larvae in the 
muck, but if they fall, anorh- 
er 1d3 climb on per minute. 


Physical Attributes: & 
Weapons are useless against [ 


the larvae. A. character can 
easily smash them or pluck 
them out of their skin; any 
damage will destroy them. 





facility. It is usually kept locked. Not only are nor- 
mal medical supplies kept here, but any drugs 
which the clinic has are stored in locked cabinets 
and refrigerators. 


Personalities 


Anwar al-Siham 
Birthplace: Al Amarja 
Age: 42 

Citizenship: Al Amarja 
Height: 5’10” 

Build: Average 

Hair: Bald 

Eyes: Brown 

Skin: Olive 


irst 





Eidetic Memory (remembers everything) 3 dice 
Knife Fighting (knife on belt) 3 dice 

Psychic Resistance (no fear of psychics) 5 dice 
Hits: 3 dice 

Flaw: No Sense of Humor 

Languages: Al Amarjan, English, Glug 
Secret: Being a Glug 

Motivation: To help his own people 
Important Person: His family 

Allies: Other Glugs 
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Enemies: Pharaohs, the government 


Impression: An inconspicuous man, his most 
memorable features are his thick mustache and 
flinty eyes. He is quiet-spoken and very precise 
about everything he says or does. He makes no 
apologies for his lack of humor, nor does he parade 
it as a virtue. He usually acknowledges jokes with 
an unsmiling nod, for courtesy’s sake. 


Lien Lung Hua 

Birthplace: Beijing, China 

Age: 25 

Citizenship: Chinese 

Height: 5’3’ 

Build: Athletic 

Hair: Black 

Eyes: Brown 

Skin: Fair 

Traits (central Trait listed first 

Quick Wit (clever, well-spoken) 3 dice 

Medical Training (quick to diagnose) 1 dice 

Kung Fu (good body tone & balance) 3 dice 

HAE Reflex (unusually strong & quick) 2 dice 

Hits: 3 dice 

Flaw: Pleasure Addict, Hunted by Chinese 
Gov't 


Languages: Chinese, English 
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Secret: Fugitive 

Motivation: To return home 

Important Person: Parents 

Allies: Staff of Talbot-McGee 

Enemies: Kergillians 

Impression: Pretty and polite, if a bit shy. A 
newcomer to Al Amarja, her naiveté still shows in 
her reaction to the island’s more unusual residents. 
Belying this is her tendency to interject deadpan 
verbal barbs into conversations she may or may 
not be involved in, her competence in her job, and 
her ability to adapt quickly once expased to weird- 
ness. 


Guinevere M’buka 

Birthplace: Nairobi, Kenya 

Age: 46 

Citizenship: Kenyan 

Height: 6'6” 

Build: Slender, angular 

Hair: Black 

Eyes: Brown 

Skin: Chocolate 

Traits (central Trait listed first) 

Natural Leader (always takes the lead) 4 dice 

Computer Prodigy (always has a laptop) 3 dice 

Tough (Zero bady fat) 3 dice 

Hits: 3 dice 

Flaw: Workaholic 

Languages: Al Amarjan, English, Watusi 

Secret: Sexual submissive 

Motivation: Keeping Talbot-McGee open 

Important Person: Talbot-McGee Residents 

Allies: Any Allies of Talbot-McGee 

Enemies: All Enemies of Talbot-McGee 

Impression: A woman of regal elegance, her 
poise more than makes up for her plain features. 
Her manner is courteous and direct, but she can 
wither bravado with a glance. She drives herself 
hard, and has little patience for those who show 
less initiative. She is yet unsure what to make of 
her recent affair with Dominique Arashikage, find- 
ing it both exciting and frightening. She constant- 
ly wears a crystal trap pendant, a gift from Anwar 


al-Siham. 
Dr. Alexis Apostolidis 


Birthplace: Piraeus, Greece 
Age: 39 

Citizenship: Greek 

Height: 5'5” 

Build: Voluptuous, big-boned 
Hair: Dark brown 

Eyes: Brown 
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Skin: Fair 

Traits (central Trait listed first) 

Medical Doctor (clinical air) 2 dice 

Intelligent (well-spoken) 3 dice 

Tough (Build is deceptively muscular) 3 dice 

Hits: 3 dice 

Flaw: Cares too much 

Languages: Al Amarjan, English, Greek 

Secret: Fugitive Amazon 

Motivation: To help as many as possible 

Important Person: Mother 

Allies: Staff of Talbot-McGee, Earthlings 

Enemies: Glorious Lords, Movers 

Impression: An attractive woman whose gaze 
shows obvious intelligence, she takes her oath and 
duties very seriously. Her manner is tender, but 
she does not hesitate to give a direct answer to a 
direct question. She has no patience for anything 
which interferes with the treatment or recovery of 
a patient, including the patient’s own actions. 
Forsaking the martial ways of the Amazons (yes, 
those Amazons), she joined the Earthlings while 


in Greece, and is a loyal member of The 
Compassionate. She wears a crystal trap pendant. 


Leah and Rachel Labinstein 
Birthplace: Al Amarja 


Age: 25 

Citizenship: Al Amarja 

Height: 5'5” 

Build: Buxom, top-heavy 

Hair: Blonde 

Eyes: Blue 

Skin: Tanned 

Languages: Al Amarjan, English, Hebrew 
Motivation: To be a nurse and have sex 


Traits (central Trait li 





Beautiful and sexy (self evident) 4 dice 

Nurse (able to handle patients) 2 dice 

Stamina (good muscle tone, tireless) 3 dice 

Hits: 3 dice 

Flaw: Nymphomaniac 

Secret: Quantum fugues of each other 

Important Person: Each other 

Allies: Staff of Talbot-McGee, Aries Gang 

Enemies: Glorious Lords, Philosopher’s Stone 

Impression: [he stereotypical bimbo nurses, all 
curves and no brains. Their sex appeal seers as 
instinctive as it is ingenuous. Despite this, they 
are competent and unsqueamish nurses. (They 
have to be; Dr. Apostolidis wouldn’t settle for 


less.) They are unaffected by mistaken identity, 
answering to each other’s names as easily as their 











Encounter 10: The 
Beast 
Beyond this wooden door is a 
rough-cut chamber that slopes 
away into the darkness. 
Savage, yellow eyes glare back 
in the torchlight, accompanied 


| by a threatening gow! that rum- 


bles the stones. A small golden 
box also glints in the torchlight 
from a ledge on the far side of 
the chamber. 

The Beast: Carlock's beast is 
a magical animal construct- 
ed from the parts of many 
creatures. It has the body of a 
lion, the head of a savage 
wolf, the wings of an eagle, 
and the tentacles of an octo- 
pus. The beast thrives on the 
pain and suffering of others. 


Monster Style: The beast is 


| semi-intelligent, and sizes up 


its opponents before engag- 
ing in combat. The room is 
its lair, so it protects it to the 
last. The beast prefers to 
attack weaker opponents 
first, slaying them to gain 
more strength (see below). 


Monster Attacks: The beast 
can make three attacks per 
round of combat. Its two 
claw attacks inflict 1/2 hit 
each, while its slavering faws 


SD indlict:a full hit, The beast 


| can also grapple victims with 


its tentacles, reaching up to 
12 feet away from its body. 


Potential tentacle victims 


must roll 1 through 3 on a 
1d6 to avoid being grappled, 
pulled in for the kill, or held 


at bay . 


Physical Attributes: The 
beast is a 2-hit monster. 
However, it also gains phan- 
tom hits when its opponents 
suffer damage in its maker's 
dungeon. For every hit the 
adventurers have suffered 
since Encounter 6, the beast 
gains 1/2 of a phantom hit; 
these are suffered as normal 
damage. Also, Carlock put 
his own heart into the beast; 
any aimed attack against the 
heart slays the beast immedi- 
ately. It can run as quick asa 
lion and fly throughout the 
chamber with its wings. Its 
hide is as tough as chain mail 
armor. 

Treasure: The golden box 
contains cloud pepper, a 
powerful spell component; 
mighty wizards will pay | 
thousands of gold for it back 


in the spired cities. 
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Both Cougar Academy and Talbot-McGee 
are known in the Edge as places of refuge. This 
is not to say either is a place for criminals or 
professional bums. Though Talbot-McGee 
residents are welcome to stay as long as they 
need to, they are actively encouraged toward 
more self-sufficient lifestyles. Refugees are 
moved to Talbot-McGee as quickly as possi- 
ble, where they are interviewed by Guinevere 
M’buka and/or Anwar al-Siham. Response to 
pursuers of refugees may vary from closing the 
gates and barring the doors to playing dumb. If 
stronger measures are appropriate, the Aries 
Gang is merely an alarm button away. 


Game Use 

Cougar Academy and Talbot-McGee can 
be used a number of ways in a campaign. The 
facilities are convenient and relatively secure 
for training, medical aid, refuge, and tempo- 
rary shelter. Anybody who can pay the fees 
and abide by the rules is welcome at Cougar 
Academy or the clinic. Characters on the run 
are well-advised to make a goqd impression on 
the management at either facility though, or 
they're likely to find the doors shut in their 
faces. Only characters who are obviously in 
need or who can pay or contribute services to 
the shelter will be allowed to stay more than a 
week or two. 


Another use for the facilities is as an 
employment service. Anwar al-Siham has 
contacts with individuals and organizations 
on Al Amarja who are in need of contract or 
regular labor at a variety of jobs. Only the nor- 
mal types of work opportunities are recorded 
in his computer. For positions which wouldn’t 
likely appear in the classified ads (even on Al 
Amarja), all names and details are safely 
stored inside Mr. al-Siham’s infallible memory. 
Mr. al-Siham is careful to research each 
potential employer carefully, to make sure the 
details are exactly as presented. 


Relations 


Because of the altruistic and philanthropic 
policies of Cougar Academy and Talbot - 
McGee, several of the power groups on Al 
Amarja have taken notice of them, for better 
or worse. In addition, Cougar made his share 
of both friends and enemies during his stay on 
the island. Some of these alliances and con- 
flicts now extend to the facilities he founded. 
Finally, some of the relationships are due to the 
secret loyalties of some staff, of which Cougar was 





own if the other is not present. Each also always 
seems to know where the other is, and what she is 
doing. Neither remembers which of them came 
“first.” Both know they were originally one 


sg ‘Sigle unaware. 

woman who spontaneously split into two identical 
versions while losing her virginity. Aries Gang: As previously stated, the Aries 
Gang provide security for both facilities. This is 
Summary partially business (both facilities pay for Aries’ 
protection), and partially because one of the first 
Reputation alliances Cougar made on Al Amarja was with 
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Hans Knudson, Aries’ leader. In addition, the 
Labinstein sisters are always ready to play wench 
to Aries’ warriors, and their stamina has earned 
them respect. 


Cut-Ups: Contact between this chapter of the 
Chaos Boys and staff of the Academy and Talbot- 
McGee is intermittent but polite. The Cut-Ups 
were also allies of Cougar, but have not been so 
quick to extend that alliance to people they don’t 
know, despite Cougar’s vote of confidence. 


Earthlings: Though this alliance is largely due 
to Dr. Apostolidis’ presence, the Earthlings also 
share many of the ideals that led to the founding 
of Cougar Academy and Talbot-McGee. 


Garbage Men: The relationship with these junk 
dealers and scrounges is due completely to the 
presence and attitude of Fyodr Putin, who is a good 
customer. 


Glorious Lords: Cougar was quick to make ene- 
mies of these Satanists, both by his own actions 
and his steady alliance with Aries. The Glorious 
Lords have lost not a few would-be “sacrifices” to 
the locked doors and fighting skills at Cougar 


Academy: and Talbot-McGee, and they neither 


forget nor forgive. 


Glugs: Again the result of an alliance which 
Cougar formed during his stay on Al Amarja. 
Despite their contempt for modern humanity, the 
Glugs admit their debt to Cougar Academy’s 
founder. Besides, Cougar Academy is an excellent 
school, and the services at Talbot-McGee benefit 


Glug as well as modern human. 


Lydia Goodman: As with the Earthlings, Mrs. 
Goodman’s support for Talbot-McGee (less for 
Cougar Academy) derives mostly from Dr. 
Apostolidis’ presence, and from the altruistic poli- 
cies of the place. She has mentioned Talbot- 
McGee favorably on several occasions, and is a 
regular financial supporter. 


Government: When Cougar bought and began 
renovating the warehouses into their present 
incarnations, the government took a mild interest. 
Their interest was increased only slightly at the 
level of physical security being openly added to the 
construction. Government agents infiltrated the 
construction crews during the construction, and 
posed as residents and students when both facili- 
ties opened. When it became obvious that the 
facilities were exactly what they appeared to be, 
the government decided they were harmless and 
has ignored them since. 


Mr. Le Thuys: If Talbot-McGee could be said 
to have an arch-enemy, the Mr. Le Thuys are it. 
The message of hope and constructive growth is 
anathematic to the nihilistic philosophy of this 
conspiracy. To date, only the vigilance of the 
Earthlings and Dominique Arashikage’s actions as 
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at 


a Mover have ‘prevented the place from being 
blown to kingdom come. But that doesn’t stop the 
Mr. Le Thuys from trying... 


Movers: Aside from Dominique Arashikage’s 
own activities, the Movers seem to have little 
interest in Cougar Academy or Talbot-McGee. Of 
course, that may be just what they want people to 
believe. Dominique would like to forge both facil- 
ities into a power base from which she can infil- 
trate and manipulate other altruistic groups. 


The Net: To the criminal underground, Cougar 
Academy and Talbot-McGee are at best minor 
annoyances because of their readiness to give 
sanctuary to those whose naiveté and weakness 
would otherwise make them prime victims. 


Peace Force: Like any street-level enforcement 
group, the Peace Force isn’t quite sure what to 
make of Cougar Academy or Talbot-McGee. 
Neither has broken any laws, but a few fugitives 
have been “lost” in the vicinity of the facilities, 
even when both were searched. On the other 
hand there have been occasions when one facility 
or the other called the Peace Force to turn over a 
wanted fugitive. At present, the Peace Force set- 
tles for a grudging tolerance mixed with a watch- 
ful eye. 


Story Ideas 

1) The characters hear that one of the refugees 
inside Talbot-McGee has hidden a high-quality 
crystal trap in their room. Such an item could 
fetch a high price on the black market, or be 
invaluable for personal psychic defense. Now, how 
to figure out which resident has the trap, where 
it’s hidden, and how to defeat shelter security? 
Alternately, the characters could be concerned 
with protecting the crystal trap until they can sell 
it. 


2) The Mr. Le Thuys have managed to insert a 
Zorro dealer inside the shelter. The effects of the 
drug are causing fights to break out among the res- 
idents, destabilizing the community. The charac- 
ters may either be shelter residents or friends of 
residents or staff, and get involved through friend- 
ship or self-defense. 


3) A team of highly-trained, well-armed, very 
strong women break into the clinic and abduct Dr. 
Apostolidis. They manage to give Aries a good 
fight, and only one of the abductors is captured. 
When searched she is discovered to have only one 
breast. She is not at all reluctant to talk, quite the 
opposite. She and her comrades were on a right- 
eous quest to return their wayward sister to New 
Themiscyra, to remind her of her proper destiny as 
an Amazon. The characters may be hired to find 
and return Dr. Apostolidis, or may do so on their 
own. After all, a competent, trustworthy doctor is 
a rare and valuable resource. 








ee ene 


“Surrender, and no sailor will know harm!” 
shouted the marauder. 


“Don’t believe them!” 


Perhaps the sailors of the Empress would 
have fought, if the captain had not begun 
striking out with his whip. They ran across 
the deck, up the rigging, down into the hold, 
leaving the captain alone as the grappling 
hooks of the pirates flew over the railings. 
Stalwart cut the lines with his cutlass, but he 
was only one man, and the buccaneers 
swarmed up the lines, boiling onto his ship 
like lice fleeing a cooling corpse. 


They were of coarse aspect, men and 
women alike, with rotted teeth and skin like 


weathered saddles. They carried cutlasses, gaff 


poles, harpoons, crossbows. 
Then one stepped forward. She had blonde 


hair, bleached nearly white by sun and salt. 
Her skin was a deep bronze. It made a stark 
contrast with her hair, and her eyes burne 

like chips of blue sky, cut from next to the 


Sun. 

“Are you the captain of this vessel?” she 
asked. 

“Y/ho are you!” 

“My name is Stormborn, and | am captain 
of the Black Queen's Revenge. 

Stalwart laughed derisively. 

“X/hat, don’t believe me!” she asked. 

“Oh I do. There's no port-side whore so 


common and low that she’d want to be 
mistaken for Stormborn, the pirate slut.” 


Stormborn smiled. All of her teeth were 
perfect, and made of silver. 

“Drop your weapon.” 

“PL fight you ‘til I die.” 

As he spoke, a man behind him struck 


with a harpoon. Stalwart shrieked and tried to 
turn, but the weapon was barbed and stuck in 


his skin. 
The sailor holding the harpoon was yellow 
as cornsilk, and covered with swirling scars. 


“Drop the cutlass,” he said softly, and gave his 
own weapon a little shake. 


Stalwart’s sword clattered to the deck. 


“Captain Stormborn! We've cleared the 
belowdecks!” 


Stalwart stared with contempt at his crew 
as they stood, hands upon their heads, 
unarmed, defeated. 


“Cowards.” 


“What did you find below?” the buccaneer 
captain asked. 


“Bull holds — ’tis a rich find!” 
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Storms Make Sailors 


“Your holds are full — yet you cut your 


masts? It must be a rich cargo indeed.” 


“Don’t presume to tell me how to sail... 
aaaaahhh!” 


“He left Goaty to die in the sea,” said a 
voice. The pirates turned, opening a space 
between the speaker and their captain. 


The man who spoke pulled himself along 
by his arms, for his legs were limp behind him. 


“Don’t listen to this wretch. Would you 
take the word of a thief above that of a 
captain?” Now Stalwart'’s yoice had a sound of 
fear. 


“| wouldn’t have stolen if you'd fed us 
right, as you ought to,” said Far Eyes (for that’s 
who it was). “We were to get a pound of meat 
four times a week, and we were lucky to get it 
once. You were to give us pinch-gut money at 
landfall when we had to have lean rations, 
and you did not pay it. You charged us for rum 
and for tobacco at rates that would make a 
Basahn blush, and you beat any man who 
complained.” 


“He made us work in port, and gave us no 
liberty!” cried another sailor. 

“Y7hen Candlewick dropped a cargo crate 
and ruined it, the captain cut off one of his 
fingers!” 

“And Righteous Servant! The captain beat 
Righteous so badly with a tar mop that the 
man was taken by the falling sickness!” 


“Aye, and then he had such bile in his 
belly that he left Righteous in Grand Widow 
Cove without a penny of his pay!” 


The corsair captain held up her hand. 


“Enough! Captain Stalwart, you are 
accused by your own crew. We have seen that 
you risked their lives to protect only your 
cargo. How plead you?” 


“What the hell are you talking about, you 
crazy pirate whore?” 


“Innocent or guilty!” 
“Innocent, you daft bitch!” 


She shrugged, and her silver smile glittered 
again. 
“Bosun — fetch a rope and drop him over 


the side. Keep his waist above the water, be 
sure of it. The sharks will be our jury.” 


Stalwart was numb with shock and horror 
as the raiders tied him. He started to scream 
when they pulled the harpoon loose, and 
didn’t stop as he was lowered over the side. 
The salty brine stung his deep wound, but 
that was far from the worst; he knew the smell 


of blood would bring sharks, and soon. 


i 
‘Drown me at least! Do me that kindness! 


Or let me down so the sharks can have my 
heart, my throat! Oh please, don’t give me a 
death by inches! For the love of heaven!” 


Stormborn ignored him completely. 
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“Do you think Pieces cooks better food for 
her watch?” Carmine asked Slate as they 
worked the bilge pump. It was hard work, and 
the hold stank of stale water. Spider was with 
chem. His official duties as wind caller were to 
summon and calm spirits of wind and storm 
__ but the requirements of a ship the size of 
the Merry Cask required him to perform more 
mundane tasks as well. Of the three, Spider 
was the only one who lacked the breath to 
speak. 

“] shouldn't think so,” Slate replied. “True, 
it’s a far cry from fresh, but what can one 
woman do with biscuit and peas! There’s only 
so many ways to fix salted beef. If anything, 
I'd wager we get the better of her meals, since 
she cooks on her own watch — our break — 
and her watch-mates can only eat when 
they're off watch. At least we get it hot.” 

“Well, that makes it better then.” 

“Knowing the other watch has it worse?” 

“Tt’s ever 50.” 

The two were silent as they turned the 
pump, and then Carmine spoke again. 

“SJate? What do you think happened to 
Halfblue’s money?” 


Slate made her eyes wide and glanced over 
at the windsman, then frowned hard at 
Carmine. Carmine winced, then kept 
speaking. 


«(Ahem.) What | mean by that is, he made 
no secret that he’d won a lot of money 
gambling in Aurora. That’s what I meant.” 


“Oh, that money. | don’t know.” 


Spider knew full well that the both of 
them had seen Halfblue’s treasure when 
gambling with him aboard the ship — an 
cae Lightwing had declared strictly off 
imits. 


“en sure it wasn’t on his body when it was 
flung overboard.” 


“| don’t know... that Lightwing...” 


“Surely the captain wouldn't let her waste 
gold for a funeral ceremony!” 


“He wouldn't — if he knew about it.” 


They were quiet, mulling it over. In the 


darkness, Spider smiled. 
“Do you think she'd hide it from him?” 
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“I'd like to think not — but someone else 
could have found his trove.” 


““/here could he have hidden it?” 


“There's any number of places aboard this 
ship.” Both women peered out into the dark 
hold, as if expecting to notice the glint of 
gold. 


Spider tried hard not to smirk. He'd 
noticed the bulge beneath Halfblue’s shirt, 
and he'd noticed it was gone when the body 
was moved later, There were few people who 
could have moved the cask, and few places to 
hide it. Spider had been a thief longer than he 
had been a wind caller, and much longer than 
he'd been a sailor; it had taken him little time 
to find the casket. 





He had not yet decided what to do with | (HE) | MU Ssth-- » 
the gold; but he knew he'd think of 


something. 
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Halfblue’s body, fish-torn and waterlogged, 
washed ashore not far from the pirates 
encampment. It was found by two buccaneers 
who had snuck away from the others to make 
love on the beach. (One of the buccaneers 
had been an honest sailor on the Jade Empress 





until that afternoon, and was very pleased to ee 
join a crew with fewer beatings and more oi 
a aie : 


women on board.) The sailcloth had been 


torn aside by hungry fishes, and the naked ~~ TT 
corpse put an immediate end to their amorous HEY HACK-JOGKIESH! 
mood, | | 3s 
When they called Captain Stormborn to KODT i oe ea 


see, the corpse’s rotted eyes had opened. 


All three jumped back as the body sat up. SIGH - EMEMB 
“Who are i and what shit i ou OKAY, THE DWARF THROWS DOWN oe : a ae 
— Perey HIS SWORD AND SURRENDERS! | GOT DIBS ON 
| HIS BOOTS. MEANT SOMETHING. 
“My name was Haitblue, sailor upon the 
Merry Cask.” | WASTE HIM WITH MY | RESPECTED HIM ONTIL 
“Your captain?” CROSSBOW!!! | HE SURRENDERED, DEATH 





“Captain Large, damn his eyes.” 
“Really? How died you?” 
“Strangled, slow and painful.” an 
; he, i 
Stormborn’s eyes narrowed. “Why were Lior lias <i 
you strangled?” 
“l was only trying to protect my own ao 
money, but the captain set every sailoron the | . 
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“What port were you set towards?” 


im 








“New Willow town. | hoped to see a lass 
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there... before I was cruelly killed.” 


“Rest easy Halfblue; your captain shall get 
the punishment he deserves.” 


“Oh lady, I shall go on to face Karma now 
that | know you will get me revenge on that 
accursed ship! But beware; she has a sorcerer 
aboard, a man named Spider, who has many 
powers dire and invisible!” 


Stormborn’s unnatural smile glinted in the 
moonlight. “I fear no sorcery,” she said. A few 
more words were muttered under her breath, 
in a language foreign to human ears. “The 
storm will be upon them soon; we can take 
them in two days.” 
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“Damn,” muttered Captain Large, and 
blew hard intro his whistle. 


“All hands! Up to deck! Storm coming!” 


Those on watch were quickly set to raising 
sails and flinging ballast over the side. 


“Helm, cut to starboard! I’m going to try to 
outrun her if I can. Get the sails into a Grand 
Dragon rig and water them down!” 

“Captain, isn’t this risky?” Lightwing asked 
him. He chewed his beard for a moment. 

“Aye, it is; but the crew is short as it is, and 
if we can outrun the storm we'll be better off 
than putting them through it. She’s shaping 
to be a fierce blow,” 


He turned to the second watch, groggily 
emerging from their barracks. 


“Sailors, we’ve been thrown a storm. We'll 
try to run ahead of her, but for now I need you 
three to work the pumps — if we're 
overtaken, | want that hold dry as a monk’s 
kiss.” 


The sailors indicated groaned and trudged 
below. 


“The rest of you, help with the rigging — 
except you, Spider. I want you to try to witch 
those winds down.” 


“Aye aye, sir.” 


Spider went to the officer’s quarters and 
tried to ignore the sounds of labor above and 
below him. He took deep breaths and sought 
a calm state of mind. 


His apprenticeship as a shaman had been 
brief and painful; when he fled his master, 
Spider had stolen his master’s talisman of 
spirits as much from spite as greed. He knew 
he had little skill at sorcery and imperfect 
mastery of the amulet, but he shifted the 
beads and joints of the device, trying to 
remember the configuration most pleasing to 
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spirits of the air. 


When the atmosphere in the cabin 
changed, he knew he had made contact. 


“Greetings spirit. | am Spider, and I would 
have you pass our ship by.” 


The voice of the spirit was loud and harsh 
— Spider could sense great power behind its 
words. 


“Greetings, Spider. I have a mind to toy 
with your ship, and I have been given 
strength to do so.” 


“What strength? Perhaps I can make 
another offer.” Spider had initially been 
surprised to learn that spirits could be 
bargained with like horse traders. 


“I have the hatred from a dead man’s heart, 
flung full force at your ship and you. What 
can you offer?” 
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“Damn!” shouted Captain Large, staring at 
the horizon. The storm clouds had risen up 
like a lighthouse, then sank back to the sea 
again. “All sails down! All sails down! Helm 
hard to port!” 


He began ringing the alarm bell fiercely. 


vA hands, we've 4 gale upon us! Work for 
your lives!” 


He ran down to the deck and shouted 
down into the hold, 


“Belay all pumping! Jettison the anchor 
and the grain crates!” 


At that moment, Spider staggered from 
the officers’ quarters, dazed and bleeding from 
his nose. 


“Sir, the spirit of this storm is evil and 
malign. I tried to put it down, but it is too 
strong for me. Worse, I think that it has been 
conjured upon us!” 


The captain gaped for a moment, then 
asked “Can you not call some other spirit to 
aid us?” 


The windsman nodded, and his hands 
shook as he turned the pieces of his amulet. 


“Lightwing! Get those sails down before 
the ship takes to the air!” 


“Captain! The wheel!” 


The captain heaved his way up to the aft 
deck where the helmsman was straining, 
every vein bulging, to turn the rudder. The 
captain's hands, with fingers thick as anchor 
chains, grabbed the wheel and heaved hard, 
turning the ship into the storm. 


“Chain this in place for now, then we'll 
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help jettison!” 


Belowdecks, three sailors struggled with 
the spare anchor. As the first thick drops of 
rain fell on the deck, Large ordered them to 
grab other crates, 


“He’s mad,” muttered Talk Talk as he saw 

a 5 ti 6 
the captain grab the anchor chain. Captain, 
we'll never move it out without the windlass!” 


“No time,” grunted the captain. Then his 
teeth were bared in his face, and the sound he 
made was like the groan of a falling tree. 
Hand over hand, he pulled the great anchor 
from the hold, and with a roar of effort flung 
it over the side. 


In the rigging, Onion saw the captain’s feat 
but had no time to think on it. He had first 
climbed the rigging two days ago, and now he 
was forty feet up in howling winds, 
desperately trying to remember the difference 
between a brace and a brail as Goldenleaf 
shouted at him to take in the sails. Then he 
heard a shout from below. 


“You! Onion! Throw me a rope and help 
me up there!” 


It was the wind caller, who had never been 
in the rigging before as far as Onion knew, 
Onion hesitated, looked for Goldenleaf, chen 
obeyed. 


The wind caller began climbing with little 
skill but great dexterity. When he had 
reached the young sailor, he put his mouth 
next to the boy’s ear — for the wind had 
redoubled in strength, and now the sound of 
striking rain made giving orders difficult. 

“What's the fastest way to the crow’s nest?” 

“It’s the horses on the mainmast, but sir...” 

“I have to call for a spirit,” the windsman 
said, and to Onion’s eyes, he looked quite 
mad. Then, like his namesake, Spider was off 
through lines of the rigging. Lightwing 
stopped him to shout something in his ear, but 
Onion only had time to see him shake her 
hand off his shoulder and keep climbing 
before Goldenleaf was beside him. 


“Down lad! You're courting death up here 
in these winds!” 


Gratefully, Onion descended. 


In the crow’s nest, Spider held up his 
talisman and shouted. 


“Kindly spirits of the sea! Answer a sailor 
in a time of need! I beg you by all holy 
heaven, bring us some mercy against this 
savage storm!” 


At that moment, the first great wave of the 
gale struck. 


In the rigging, a cable snapped and 
Lightwing began to fall. On the other side of 
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the mast, Goldenleaft saw her. He was holding 
one line, standing on another. Without a 
single thought, he cut the sheet and stepped 
off. In his mind, he had not known which 
rope he held, but his hands knew from the feel 
of the rope where it was connected, and that 
cutting it would swing him at the first mate. 
She had fallen only a man’s height before his 
body swung hard into hers, both flying into a 
collapsing sail. It gave behind them, and they 
slid down its twenty foot slope onto the deck. 


She stared at him in shock. His expression 
held the same surprise. Then, wordlessly, they 
ran in opposite directions. There was no time 
to realize how close death had come; death 
was still too close for contemplation. 


Onion was with Crow, cutting at the 
foremost mast when the first wave struck. 
Onion staggered and fell, and the blunt back 
of his axe head struck him full in the face. 
Water crashed down from the forecastle, 
sluicing him towards the deck’s dipping rail. 
The older man dove for him, and their fingers 
brushed together — but could not hold. 


Onion rolled on his back just in time to 
catch the railing with his stomach. He 
wrapped his arms and legs around it and clung 
just as the ship lurched and came almost 
upright. The water that smashed against him 
tasted like cold tears. He knew he had to 
stand and get back to work, that his mates 
needed him, but his muscles kept him 
wrapped around the rail and he could not 
move, 


High up in the crew's next, Spider had 
gone into Otherwhere. 


That was the name his master had given to 
the place where the worlds of spirit and 
humanity met. He could feel the deck tilting 
perilously, as the mainmast swung like a 
fisherman’s pole. He could see the tiny figures 
on the deck below, and the great, vertical 
planes of rain raking down from the sky — 
but he could also see the storm itself, the spirit 
of it. To him it looked like a great serpent. 
The storm ghost opened its jaws, and the 
fangs within were silver lightning. 

“You were brave to come challenge me, 
little sorcerer. Simply by doing so, you have 
bought your crew a few more moments of life. 
I will not entertain myself with them while 
you are here to’amuse me.” 


“What do you want me to do? Sing a song? 
Do a little dance?” 


The storm’s laugh was thunder. 


“Your miserable attempts at magic are 
more amusing by far. Please, try to call for 
help again. The first try was a good joke 
indeed.” 
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“Damn you!” cried Spider, but then he 
thought about the teachings of his master. 


‘Spirits of the air are the easiest to call and the 
hardest to persuade; they are proud of their wit, 
and delight in trying to trick their summoner.’ 


Maybe he mocks my calls to keep me from 
calling? 


“Oh spirits of the water who watch over 
ilors, h hip that i \" 
sailors, heed now a ship that is sore beset! 


The thunder chuckled, but there were 
eerie glints of light crawling along the rigging. 
Spider clutched his amulet and called again. 


“Some kind spirit, come to the aid of a 
crew loyal and true!” 


Then he saw her. Where once there was 
only a great wave, there was suddenly a blue- 
green woman with four arms. She had a 
serpent’s tail in place of her legs, a tail that 
was also the undulating waves all around the 
ship. 

“Who calls Merimee, the sea sister?” 


“This ship is mine!” shouted the storm 
spirit. 

The sea ghost looked unimpressed, and 
Spider was heartened. He knew that Merimee 
was a powerful spirit — but one who gave aid 
only as she chose. 


“Merimee, this ship is full of loyal sailors, 
led by a good captain. Surely you have it in 
your power to save us from this evil storm?” 

“Il do — if 1 wish.” 


“Then look at the captain, wrestling the 
wheel fit to burst his great belly. Or the first 
mate — who could have had a life of luxury 
and privilege, who is supposed to be too holy 
to touch — look at her straining with the 
others to bring down the mizzenmast!” 


“Oh, I don’t deny that there are loyal 
sailors on this ship,” said the storm. “But even 
the sorriest scow can boast an able mate or 
two. What of Slate? She was trusted, given a 
place of her own in the carpenter's hold. She 
repaid this trust by turning her home into a 
gambling den — against the first mate’s direct 
orders!” 


Now the storm spirit had changed form, 
and appeared as a great judge, garbed in black 
clouds, with white rain for his magistrate’s 
wig. 

“Carmine too, disobeyed by gambling — 
and the pair of them gambled away the lives 
of two crewmen! Or look on the ship's 
youngest; the bones of the mate he strangled 
had barely fallen on land when the rest of the 
crew were drinking toasts to his death!” 


“Not to the death of Halfblue,” said Spider. 
“They were drinking to Ironbones, who was a 


true mate! Halfblue killed him in cold blood, 
and burned our supplies and holed the hull. If 
anyone ever earned a cruel death, it was 
Halfblue — but still he was given a proper 
burial, because he was of our crew, bad man or 
not.” 


“Oh, a bad man has every place in this 
crew. The dead Ironbones who you praise — 
was he not a gambler, disobedient to the first 
mate? And how have you treated his ghost?” 


“We have given him the funeral of a 
Screaming Sky tribesman!” 


“But you have stolen the funeral rights of a 
sailor! His earring, Spider, the earring sailors 
wear in hope — stolen first by Onion, then by 
you! 


“Indeed, this is a crew of thieves and 
cowards. Look now how the lad huddles in 
fear, giving no care to the danger of those 
around him. Merrimee, look with me into the 
boy's heart, if you have the stomach for it. He 
was brave enough to kill, but is he brave 
enough to live? He hates the sea and all upon 
it. That’s why he stole Halfblue’s gold, and 
Ironbones’ earring with it. He wishes nothing 
more than to abandon ship and betray the 
captain!” 


Merimee raised an eyebrow and tilted her 


head at Spider. 


“Surely you can’t judge us only by our 
greenest hand...” 


“Then let me judge you by one of your 
officers!” bellowed the storm ghost. “Shall we 
measure your heart, Spider? Your mother 
marked you well when she gave you a 
vermin’s name. You stole the gold from 
Halfblue, from Ironbones, and from Onion as 
well. You lied to the captain about your 
powers — after he saved you from jail or the 
noose! You deliberately mislead the whole 
crew, giving them a dangerous confidence in 
your ability to quell storms. You used your lies 
of sorcery to claim privileges — short 
watches, and officer’s rank! You said you were 
too valuable to risk your life in the rigging, 
when you're the most worthless man on 


board!” 


The thunder had long since deafened 
Spider, but he heard the spirit voices as clearly 
as his own thoughts. 


“All your goods are stolen, and all your 
power lies. Even the small skill at magic you 
have was stolen from your master, along with 
an amulet you’re unfit to even look on.” 


The storm had changed form again. Now it 
stood as a towering warrior, drawing a sword 
of lightning from its sheath. 


“1 was called to destroy this ship, to punish 
the guilty upon her. I have seen no reason it 
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should be spared.” 

“| have,” said the sea spirit. The storm 
hesitated. 

“Spider,” it said at last. “I will offer you a 
deal, for | am generous at heart. I will spare 
the ship; calm the air and sheathe the 
lightning. All | ask is one concession, and it 
will cost you little.” 


‘ — mae td ta the eh 
“What concession? 
“Give me the boy.” 


Spider was silent. Both spirits stared at 
him. Then the storm spirit spoke again. 


“You're an officer; you have authority over 
him. He's failed his mates in a storm. He’s a 
thief and he plans to abandon you. Tell me | 
am right to strike him down and I will spare 
you and all the others.” 


Spider shook his head. 
“His life is not mine to give.” 
“Then you'll all die!” 


“The only life I have to cffer is my own.” 
y 
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The next morning, the sea was still as 
glass. The sailors aboard the Merry Cask were 
sprawled on stairways, sitting on kegs or coils 
of rope, drinking rum with shaking hands and 
trying to light pipes of wet tobacco. 


“I tell you,” Talk Talk said “The windsman 
must have powerful sorcery indeed. I’ve never 
seen a man fall from a mast, get struck by a 
thunderbolt, fall in the sea — and then get 
washed back onto the ship! He must have the 
love of a mermaid or a sea goddess.” 


“Maybe he was just lucky — maybe we all 
were,” Goldenleaf said. He knocked his pipe 
against the splint on his leg, winced. “I was 
lucky Onion was there to pull me from that 
rigging before it went over the side.” 


“Next you'll say you're lucky to have a 
short leg,” Thousands said. 


“Better a short leg than dead! He may be 
farm born, but he’s a storm brave lad all the 
same.” 


At that moment, the door to the captain's 
chamber opened. Large emerged with an 
angry look. Trailing him were Onion and 
Spider. 

The crew sat up, and a few gasps were 
heard as the wind caller came within sight. 
Before the storm his hair had been black as 
pitch; now it was cobweb-white. 

“Listen well, crew; this pair has something 
to say.” 
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Spider stepped forward first. 
tT aa i 


He cleared his throat. Looked at the crew. 
Thought of the sea spirit’s voice in his ear last 
night, as she carried him back to the ship's 
deck. ‘You're a sailor, now.’ 


“I stole Halfblue’s gold.” The crew began to 
murmur, and their eyes began drifting over to 
rest on the small chest in the captain's arms. 


“That’s not all,” Spider said — and his 
sharp tone drew their eyes crew back to him. 
“I lied to you. I’m not a great sorcerer; I’m a 
great fraud. | deceived you about my powers 
and used my lies to do less work. I’ve cheated 
you all, and I’m sorry. But I’m willing to take 
my punishment, and from now on I’m going 
to be more than a wind caller — I’m going to 
become a sailor.” 


Amidst the muttering of the crew, Onion 
stepped forward. “I stole Halfblue’s gold too. 
After I... uh, after he died, I saw that he had 
that chest, and I hid it. | was going to take it 
and jump ship.” 


“So that’s what blocked my sword!” cried 
Goldenleaf. 


“These men have lied to you and kept 
secrets and been bad mates,” the captain 
declared. “But they were brave in yesterday's 
storm and they had the guts to admit their 
crimes. Myself, I’m weary; but if you wish 
them punished, I'll do it.” 

“Not Onion,” said Goldenleaf 
immediately. “Had I seen the chest, I'd have 
had the same temptation. Besides, we can’t 
condemn him for only thinking of jumping 
ship; which of us didn’t think the same thing 
on our first voyage? I’d wager my life that 
even undiscovered, he wouldn't have had the 
heart to leave the sea, for he’s a true sailor — 
I know it!” 

“If you don’t punish me, don’t punish 
Spider,” Onion said. 


“Why not?” [t was Exact who spoke. “He's 
an officer; a higher standard should apply. 
Besides, he himself has confessed to slacking, 
and that’s a worse crime than hoarding if you 
ask me.” 


“It’s true,” Spider said. Lightwing squinted 
at him, and spoke. 


“I say leave him be. Giving up gold is 
painful enough... besides, I think he’s paid 
more than we realize.” 


“Hmph. I'll not punish them when they're 
spoken for,” the captain said. “That leaves 
only this.” He opened the chest, revealing the 
eold coins within. 


“Lightwing — take this earring and put it 
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with Ironbones’ body, for I’m told it is his. As 
for the rest of this gold...” 


“Buy us a feast in the next port!” 


“Rum! Or fine brandy for the next 
voyage!” 

“A bonus! Split it among the crew and 
we'll all be well done by!” 


i 
“Quiet!” roared the captain. He blew a 
sharp breath out of his nose and glowered at 
the crew. 


“IT can see I was right not to punish this 
pair, when the rest of you are just as greedy! | 
was going to say that this money belonged to 
an evil man, and encouraged him in his evil 
deeds. Greed for this gold has led to murder, 
to sabotage and to lies. It’s brought this ship 
nothing but bad fortune, and it can rest on 
the bottom with its miserable owner!” 


With that, he flung the coins over the side. 
The crew howled with disbelief. 


“There! That's done, and hopefully ir will 
be the end of our misfortunes!” 


“Captain! To arms! A pirate approaches!” 

The crew turned weary necks in disbelief 
as Lightwing staggered down the steps. 

“To arms I tell you! A ship flying the skull 
and sword is closing fast!” 

The captain glanced despairingly at the 
tell-tails on the mast, but there was not a 
whisper of wind. 


Crossbows were cocked, cutlasses drawn, 
and then there was nothing to do but watch 
in dread as the ship drew near. 


On the pirate ship, Stormborn stared with 
disbelief at the sea-ravaged corpse lashed to 
the prow of the Merry Cask. “This captain 
must be a devil in human form,” she 
muttered. 


“Ahoy! Merry Cask!” 

“Ahoy pirates! Board at your peril!” 

“Throw your weapons down and your crew 
will not be harmed!” 

“Ha! The word of a pirate has no worth!” 

“I swear upon my name; Stormborn of the 
Ebony Queen’s Revenge!” 


Large thoughtfully pulled his beard. 
“Lightwing,” he said. “I know of her. She is a 
pirate, but with honor. She does not slaughter 
crews... do you think I ought to take her at 
her word?” 


“Captain! Don’t talk nonsense!” 


Large slowly looked at his crew — 
exhausted, injured, battered by the worst of 
nature’s fury — yet still ready to fight at his 
command. 
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Storms Make Sailors 


“If you won't harm us, what do you want?” 
“We've come for you, captain Large!” 


He could see the women and men 
swarming on the pirate deck. He counted at 
least two dozen, and more were below rowing. 


“Lower your arms,” he said to his crew. 
Disbelieving, they stared. “Lower them! If we 
fight, we'll die one and all.” He turned to the 
side. 


“Stormborn! We surrender on your 
promise that none of us know harm!” 


“I promised only that your crew would be 
safe,” she called back. 


Then the grappling hooks bit into the 
ship’s wooden skin, and the corsairs were 
aboard. 


Stormborn stared at Large in frank 
amazement. Never had she seen a sailor of 
such girth. 


“I heard true about your vast size. Do you 
leave any food behind for the crew?” 


qy" 


“My crew eats well 


“I’ve heard otherwise. I've heard you're a 
drunk and a brute, and from seeing that poor 
mariner lashed to your prow, I can well 
believe it!” 


“That was my doing,” Lightwing said, 
stepping forward. “That sailor’s name is 
Ironbones, and I believe he would have 
wished it.” 

Stormborn raised an eyebrow. 


“What about a sailor named... Halfblue? 
What do you have to say of him?” 


“Only that he was a liar, a cheat, a 
murderer and a damnable fiend in man 
shape!” cried the captain. “If you're here in 
his defense, you'll have to kill every man and 
woman aboard!” 


“No! Just me!” Stormborn turned to see a 
young sailor, his face swathed in a bandage. “I 


killed Halfblue. If I had to, I’d do it again.” 


Stormborn turned and looked at the sorry 
crew of the Merry Cask. 


“You would have me believe,” she slowly 
said “that Halfblue was strangled by this lad? 
That he had it coming? That a captain so fat 
is not cheating his sailors? That a sailor would 
wish his bones strung up for birds to eat? I 
have heard your captain accused by the 
mouth of the dead, and I would see justice 
served,” 


“Justice was served with Halfblue’s death,” 
Large declared. “And for me? If any here 
accuse me, | will step down as captain and 
submit to your punishment. If ] must do that 
to keep my crew alive, I will — but remember 


your vow.” 


“Well then, there it is!” Stormborn turned 
to the crew. “Does any of you have a 
complaint with your captain?” 


Talk Talk thought of the gold sinking to 
the bottom of the sea. He thought of rum, fine 
meals, all the things it could have bought. 


“Has he made poor judgements while 
addled with drink?” 


Pieces considered her astonishment when 
the captain had announced Ironbones’ 
funeral. 


“Has he chosen to put you in danger when 
he could have kept you safe?” 


Goldenleaf thought about the desperate 
tush to set sails the night before, trying to 
outrun the storm, only to take them down 
again when the captain decided the winds 
were too fast. 


“Has he been in any way offensive? Given 
to any of you a great injury of body or spirit?” 


Lightwing pondered the captain’s 
disrespect to Halfblue’s body and ghost. 


“If any of the crew has any complaint — 
anything to say against the captain, without 
fear of reprisal — step forward now and 
speak.” 


Slowly, Crow stepped forward. The other 
sailors stared at him, the oldest crewman, as 
he spoke. 


“I would rather serve Large than any other 
captain on the sea. If you kill him, you kill 
this ship; for he’s her heart.” 


Stormborn looked around. Slowly, every 
member of the crew nodded. She turned to 
the captain. 


“You are truly rare, sir. | have never had a 
crew with no complaint against a captain. 
Not once.” She gestured at her sailors. 
Uncertainly, they began to return to their 
ship, then faster as she barked orders to 
depart. “You shall know no piracy today, 
captain Large — and if you ever decide to fly 
the bones flag, I would be honored to sail by 
your side.” Impulsively, she leaned in and 
kissed him on the mouth. Then, with a silver 
smile and a wave, she climbed back to her 
own ship. 


Large stared, bemused, for a few moments. 
Then he put his hands to his mouth and 


called out after her. 


“I don’t suppose you have a spare 
mizzenmast?” € 
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raco Starkiller, mercenary extraordinaire, 

had toughed out the worst the galaxy could 

throw at him. With a hearty laugh, he bat- 
tled to the death blood-thirsty space mutants, gun-tot- 
ing pirates, and nightmarish death-robots. Without a 
second thought he blasted off to the far reaches of 
explored space and beyond. He even sold the movie 
rights and made a tidy profit from it all. 


And Wingnut had never seen him so terrified. 

“Oh, for Hawking’s sake,” the primly-dressed, gog- 
ale-eyed scientist said. “Why don’t you just go talk to 
her?” 

“]-I can’t,” Draco said, his mighty frame heaving an 
even mightier sigh. “Every time | get within ten meters 
of her, my brain turns to mush.” 

More than usual, Wingnut added silently, 


“Okay,” he said aloud. “Let’s look at this logically, 
You see her every day walking her schnauzer through 
the park, right? Maybe you just need an icebreaker, 
something that'd attract her attention.” 


“But | already have my rippling muscles.” Draco 
struck a pose and flexed prodigiously. 

Wingnut rolled his eyes, “I mean something a little 
less, um, overwhelming. How about a pet? You could 
walk it through the park when she's there, and it'll give 
you something in common to talk to her about.” 

“That's a great idea!” Draco said, instantly bright- 
ening. “The pet store just got a shipment of nine-foot 
Venusian slug monsters! I'll go down there right now!” 


Before the scientist could say anything else, Draco 
was out the door. Wingnut sighed as he watched his 
friend's retreating back, wondering idly if Draco knew 
slug monsters were notorious for eating their owners. 


There are very few aspects of role-playing a 
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character that make GMs and players cringe more 
than romance. Even many experienced groups 
have trouble working with such gentler emotions 
in their PCs. This article is designed to help 
gamers introduce and use romantic themes in an 
ongoing RPG campaign. 


In common usage, “romance” refers to a type of 
love affair that generates excitement and adven- 
ture. This definition applies well to the type of 
romance that should be found in a game cam- 
paign. The physical aspects of such a relationship, 
if they are there at all, are best downplayed. 
Rather, the emotional context should be stressed. 
Romance in the game should be a source of whim- 
sy, humor, and excitement. 


Romantic themes seem to be the one great 
unexplored source of motivation and adventure in 
role-playing games. This is unfortunate, for 
romance can be a welcome change of pace from 
the hackneyed revenge-and-preed plots that seem 
to dominate most RPG scenarios. Romantic 
involvements can also add whole new dimensions 
to PCs and NPCs alike, making them more “real” 
and fun to play. 


€ elting farted advice is to observe how 
romance is handled in other media. Books, 
movies, and TV programs deal with romance on a 
regular basis, and can serve as sources to draw 
ideas and methods from. 


When introducing and running romances in 
the game, there are eight fundamental guidelines 
to keep in mind. 
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Romance Is Voluntary 

First of all, don’t push romantic themes onto 
anybody who doesn’t want them. Experience has 
shown that most players will respond positively to 
such plots when introduced, but some will remain 
uncomfortable with the idea. It’s good to assess 
how you think your players will respond before- 
hand. A player should always be able to choose 
which romances his/her PC gets involved in, if at 
all. Even if it’s an NPC, not a PC, who's aggres- 
sively seeking romance, the character should 
always have the option of backing out of it if it’s 
to the player's distaste. 


Romance Is Role-playing 

Romance works best as a role-playing activity. 
It should not be reduced to charts and tables and 
dice throwing; this will detract from the atmos- 
phere and spontaneity that romance brings to the 
game. Romance is a character-oriented endeavor, 
and requires players who enjoy playing out the 
nuances of their PCs. Power-hungry dice-throwers 
or nit-picking rules lawyers make poor choices for 
amorous subjects. 


Romance Is Gradual 

Don’t throw romantic themes and plots at your 
players all at once, especially if they are new to 
the concept. Work it in subtly over several game 
sessions. Let potential character relationships take 
whatever time necessary to develop and reach 
fruition. 


Romance Is Proportion 


Romance should almost never dominate the 
main thrust of a game adventure. At best, it 
should be a subplot or a side adventure. In an 
already established game romance, most aspects of 
the love affair should remain “offstage” and in the 
background, and should be addressed only when it 
has some bearing on the current situation. 


Romance Is Texture 

Love and passion are boring if they exist in a 
vacuum. When amorous situations come to the 
fore in a scenario, it is up to the GM to provide an 
appropriate backdrop. Small, subtle things work 
well in such situations for provoking the appropri- 
ate atmosphere. A talk on a star-lit balcony, the 
shy gift of a single rose, or a passionate kiss before 
a do-or-die battle are all good examples of roman- 
tic texture. | 


Romance Is Passion 

Remember that romance and love are the 
realms of intense emotions. Characters will care a 
great deal about their love-interests, and will 
place a high priority on their well-being. This goes 
back to the second point above; only players who 
are willing to role-play their characters will act 
this out properly. A PC whose True Love has just 
been kidnapped by a ruthless horde of drooling 
space mutants will not just shrug his shoulders and 


“I'd Just As Soon Kiss A Wookie!” 


order another beer! 


Romance Isn’t all Bliss 

In literature and cinema, romance is a magnet 
for trouble. There’s no reason why this shouldn't 
be the case with role-playing adventures. 
Adversity in relationship will add a lot to a play- 
er’s suspension of disbelief. This applies both to 
internal conflicts (personality clashes between the 
lovers) or external troubles (a jealous ex-girlfriend 
trying to come between them). The referee can 
use these incidents in a romantic relationship as 
texture, as incidental events, or as adventure 


hooks. 
The Comfort Factor 


This is perhaps the most important rule to keep 
in mind when running romances in a role-playing 
setting. Do not address any aspect of a romantic 
relationship that you are uncomfortable with. 
Remember that the purpose of adding romance to 
a game is to enhance the enjoyment of it, not to 
embarrass anyone. 
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The PC-NPC relationship requires special 
effort for both the participating player and the 
GM. Despite this, it can be a rewarding and 
intriguing experience to play. The rest of this arti- 
cle focuses on this type of romance exclusively. 
(The other types, PC-PC and NPC-NPC 
romances, usually require minimal effort by the 
GM, as the former is completely out of his hands 
and the latter gives him complete creative con- 
trol.) This kind of interaction requires a special 
type of NPC, referred to here as the Romantic 
Foil. 


There are two types of philosophies when it 
comes to developing Romantic Foils. One states 
that the Foil should be specially prepared and cus- 
tomized beforehand to suit the specific needs of a 
particular PC. The other implies that a Foil should 
be fleshed out from an already established NPC 
that the PC has taken an interest in. Both have 
their advantages and disadvantages. 


The Custom-Designed Foil 

This Foil is designed before his or her introduc- 
tion into the campaign, with a specific PC in 
mind. A referee assesses the personality of the PC 
and puts what he thinks will be complementary 
attributes into the Foil. He then introduces the 
Foil in such a way so as to be conducive to a 
tomantic meeting. In other words, custom- 
designed foils are usually used when the GM, as 
opposed to the player, wants to initiate a PC/NPC 
romance. 


For example, a player has a character called 
Deadeye, a hard-bitten bounty-hunter as efficient 
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Romance in RPGs 


as he is nasty in combat. However, 
he is often plagued by his con- 
science and has moral doubts about | 
what he does. He also has a person- 
al (if loose) code of honor. The 
GM decides a romantic interest 
might be interesting for such a 
character, and sets about designing 
Deadeye’s Romantic Foil. The GM 
assesses that Deadeye's amorous 
opposite will have to be able to 
handle herself well in combat (to 
keep up with the bounty hunter's 
dangerous lifestyle), be strong- 
willed (to deal with Deadeye’s 
mood swings), and have a firm 
moral center (to help with the PC’s 
crises of conscience). 


The NPC turns out to be a 
Federal Marshal for the local gov- 
ernment. She is very capable and 
efficient, handling herself well 
under stressful conditions. She has 
not yet been in her job long 
enough to grow cynical, and still 
believes in the principles of the 
law. 


The main personality established, the GM then 
adds some character quirks and background histo- 
ry to flesh her out fully. As a way of introducing 
the characters, rhe GM decides to have the Foil 
assigned to the case that Deadeye's party is cur- 
rently involved in as independent contractors. As 
a matter of professional courtesy, she consults the 
party, and her eye is drawn to the quiet, brooding 
man in the corner... 


The main disadvantage of this strategy is that 
the PC might not be taken with the Foil and refus- 
es to get involved with him or her no matter what 
the GM tries. A lot of design work has then gone 
for naught. Though the NPC is still a useful, well 
fleshed-out character, she will not become as 
prominent a factor in the game as the GM would 
have liked. 


The Incidental Foil 


These Foils are not designed as such, and are 
originally meant for other, more standard NPC 
roles in an adventure. They can be just as well or 
poorly developed as any other character in an 
ongoing campaign. They become Foils only when 
a PC takes a serious romantic interest in them. 
More often than not, Incidental Foils are used 
when the player (as opposed ta the GM) decides to 
initiate a PC/NPC romance. 


For example, the PC party frequently patrons a 
tavern, the Cracked Reactor. The GM, on a whim, 
decides to have them waited on regularly by a 
waitress intended as a source for rumors. He gives 
her a name (Monica) and enough character tags 
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(brunette, streetwise, sarcastic) to disguise her 
true role as a plot device. However, over the 
course of several visits, one of the PCs strikes up 
conversations with her, wanting to know her 
opinions, background, etc. 


During the next several game sessions when the 
PC talks with her, the GM improvises on her 
background so that (for example) she’s working 
her way through college to become an xenobiolo- 
gist and she hates being cooped up in any one 
place for any lengthy amount of time. The PC 
eventually asks her for a date, and Monica the 
plot-device waitress graduates from an incidental 


NPC to a Romantic Foil. 


The Incidental Foil requires good improvisa- 
tion skills on the part of the GM. Quite often the 
potential Foil isn’t fleshed out enough to be inter- 
esting without some fast invention. Also, experi- 
ence has shown that the objects of affection PC 
single out on a whim can sometimes be wildly mis- 
matched and difficult at first to work through 
(imagine Deadeye and Monica on a first date). 
However, such couplings can sometimes be 
intriguing if the time is taken to play them out 
properly. 


It is important to point out that a Romantic 
Foil, by necessity, must be a fully developed, 
three-dimensional NPC. The Foils, no matter the 
amount of affection for a PC, will have their own 
goals and agenda. Sometimes what they're willing 
to compromise these for the sake of the PCs some- 
times not. It is up to the GM to determine, based 
on the Foil’s personality and will, how that will 




















affect the relationship. 
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This is not necessarily the first rime the charac- 
ters meet, but the first time they make their feel- 
ings known to each other, potentially sparking a 
love affair. For GM and players new to the con- 
cepts of romance, this can be the most difficult 
aspect to play out satisfactorily. 


First, the GM must take the personalities of 
both the PC and the Foil into consideration. How 
would they go about expressing themselves? 
Would one character come straight out and tell 
the other what he or she feels? Or will the charac- 
ter be shy and roundabout about it? Will they talk, 
write notes, or sky-write to each other? 


Another factor to keep in mind is the setting in 
which the encounter takes place. The surround- 
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ings should be conducive to the drama of the 
moment. A hospital room where one of the char- 
acters has just emerged from a life-threatening 
coma can be just as appropriate as a candle-lit 
gourmet dinner, depending on the circumstance 
surrounding the characters. 


It’s not necessary to role-play out every word 
and action of these (or other) romantic encoun- 
ters between the PC and the Foil. As stated earli- 
er, subtlety can go a long way. With the hospital 
room example above, all the GM really has to say 
is, “she hugs you and whispers how worried she 
was about you. She blurts out feelings she has had 
about you that she has kept hidden for months.” 
After the scene is played out, “fade to biack” with 
it and move on to other events. 
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Think Leia and Han. Think 
Belle and the Beast. Think Conan 
and Belir. 


Remember that a role-playing 
game, no matter its genre or tone, is 
a source of exciting adventure and 
escapism. A romance between char- 
acters in the game should reflect 
this. Drama is the key word in run- 
hing game romances over a long 
period of time. The love affair 
should not remain static from 
adventure to adventure. The GM 
should do his or her best not to let 
the circumstances get boring and 
lose the player’s interest. 


This is not to say that the couple 
should face an emotional crisis in 
every game session. The GM should 
keep things toned down and in pro- 
portion unless the love affair figures 
prominently in the adventure’s 
events. In one adventure, for 
instance, the lovers may be in the 
midst of a petty quarrel, while in 
another they might be hunting for 
anniversary gifts. 


Romantic subplots may also be 
carried from scenario to scenario. 
These are a bit more involved and 
will take more effort to resolve. An 
old lover of the Foil might show up 
and try repeatedly to win him or her 
back. Or the Foil may be resentful 
that the PC is constantly going out 
on missions instead of spending 
time with him or her. 


A Romantic Foil can also be used 
as an adventure hook, where he or 
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she figures prominently in an ongoing scenario. 
This should be done infrequently at best, as the PC 
will quickly grow tired of a Foil who is always pre- 
cipitating trouble for the party. Adventures 
involving Foils as major NPCs can range from the 
tried-but-true “rescue-the-princess” scenario to 
having to deal with the Foil’s secret criminal past 
when it catches up to him or her. 


Other examples of Romantic Foil subplots and 
hooks include: the Foil’s dependent children, (“1 
can't go battle the Emperor of the Undead with 
you guys. We couldn’t find a babysitter.”), the 
Foil’s deadbeat relatives, (“I don’t care if he is your 
uncle, he can’t come with us into the trans-dimen- 
sional energy vortex!”), philosophical, social or 
religious differences, (“Either we have a tradition- 
al Klingon wedding, or we won't get married at 
all!”), personality clashes, (“You want me to learn 
how to use a gun? Eeeww! Gross!”), cultural 
schisms, (“But where | come from, everyone has 
twelve wives.”), murder plots, (“Me? Put cyanide 
in your drink? Don’t be silly, dear!”), elaborate 
extortion, blackmail, or theft plots, (“What do you 
mean Sandra and the starship are gone?”), and the 
old soap-opera stand-by, infidelity (“You? The only 
one? Bwa-ha-ha-ha!!!"). Note that the last several 
examples can be perpetrated as easily by the PC as 
by the Foil. 


Marriage 

Once romance is allowed to become part of a 
campaign, a marriage between characters is almost 
inevitable. In many ways it can be considered the 
ultimate romance-related adventure. Weddings 
make terrific back-drops for scenarios (What kind 
of wedding are the romantic principals going to 
have? What kind of gifts are they going to get? 
And what better time for those terrorists to take 
revenge on the parry than when the couple is tak- 
ing their vows?), and marriage will present a whole 
new set of challenges for the PC. The character 
will now always have to consider the well-being of 
his or her spouse before engaging in a course of 
action. Mortgages, sharing accommodations, and 
even pregnancy and children may have to be 
addressed in the long run. 


Ghe Snevitable 


Eventually, the interest in a game romance fades 
and the player and/or the GM will want to move 
on to new things. Game romances can end in sev- 
eral ways: a voluntary breakup, a death, or “happi- 
ly ever after.” 


The Voluntary Break-Up 

For one reason or another the romance isn’t 
working out, and one of the principals decides to 
bow out. This will occur more often through the 
PC than through the Foil. Sometimes the break-up 
is amicable, sometimes not. The GM will have to 
decide precisely how the Foil will react, based on 
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circumstances and the NPC's personality. 


Death 


One of the principals of the love affair meets an 
untimely end. In all likelihood this will be the Foil 
as opposed to the PC. The GM is advised not to 
use this plot device too often. A player whose PC 
keeps having lovers die on him will get frustrated. 
Also, over-using such deaths tend to detract from 
the drama of such situations, as they start becom- 
ing routine. 


“Happily Ever After” 

The PC decides to quit adventuring and settle 
down with the Foil. This doesn’t occur often (in 
seventeen years of being a GM, I’ve seen it hap- 
pen only once), but it does happen. Basically both 
the PC and the Foil character are retired and 
allowed fade into blissful obscurity. 


Tnterspecies aance 


This refers to a human/alien romance. In most 
science-fiction and fantasy games, there are a 
number of intriguing near-human and humanoid 
races. Experience has shown that many players 
respond enthusiastically to the exotic when it 
comes to amorous venues for their characters. 


These are difficult relationships to run, even for 
GMs and players who are experienced at handling 
love affairs between characters. The non-human 
Foil must be human enough to be attractive and 
yet foreign enough to remain alien in flavor. The 
GM must not only remember who the Foil is in 
terms of personality and motives, but must also 
keep in mind what the Foil is in terms of physiol- 
ogy and mentality. 


Besides the usual personality and cultural con- 
flicts, the couple may also have to deal with very 
basic biological and psychological differences. 
However, running such an fascinating relation- 
ship can be rewarding, both in terms of fun and 
player interest, if handled properly. (For a great 
example of a human/non-human romance, the 
reader is directed toward the novel The Uplift War 
by David Brin.) 


Another situation occasionally comes up when 
a PC is a non-human and becomes involved in a 
romance with another of his/her/its species. Like 
the human/non-human love affair discussed 
above, this presents many unique challenges — 
not only for the Referee but for the player as well. 
How does the PC’s particular race handle 
courtship and mating? Just what does love mean 
for that particular species?’ What instincts and 
taboos are involved? 


Fantasy ‘Romance 


The fantasy genre has a long tradition of mix- 
ing love stories with fantastic elements, and is 


In some high- 
magic settings, 
powerful emotions 
can become physi- 
cally manifest, 
taking on a magi- 
cal reality all their 
own. Folklore 
makes much ado 
about the power 
of true love being 
able to break 
darkling spells, 
but in a fantasy 
campaign the GM 
should make such 
an occurrence as 
rare as true love 
itself. 





r that 
a role-playing 
game, no matter 
its genre or tone, 
is a source of 


exciting adventure |. 


and escapism. A 

romance between 

characters in the 
game should 
reflect this. 
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probably the easiest genre to work romantic 
themes in, Dashing knights and fair maidens, win- 
some sorceresses and swashbuckling thieves, bar- 
barian princesses and cursed warriors — fantasy 
campaigns are bursting with potential Romantic 
Foils. — 

Fantasy settings offer a number of unique obsta- 
cles to potential lovers a GM can use. The most of 
these is the magical curse, often cast by a jealous 
wizard or godling, designed to somehow keep the 
lovers apart. The curse usually takes the form of 
transforming one or both of the principals into 
creatures, like frogs, birds, or hideous monsters. 
Sometimes the curse can take other forms, such as 
eternal sleep, physical separation, or terrible 
calamities befalling their homelands every time 
they are together. Entire series of adventures can 
be woven around the efforts of a PC to break such 
a curse and reunite with his or her beloved. 


In some high-magic settings, powerful emotions 
can become physically manifest, taking on a mag- 
ical reality all their own. Folklore makes much 
ado about the power of true love being able to 
break darkling spells, but in a fantasy campaign 
such an occurrence should be as rare as true love 
itself. Rather, love-based magic can take the form 
of a kind of spectral “link” between the PC and 
the Foil. One may be able to sense when the other 
is in danger, or when separated, they may be able 
to visit each other in their dreams. If one of the 
lovers dies, it may even be possible for the 
deceased to return very briefly in spirit form to 
save the other during a moment of dire crisis. 


Interspecies romance is a very common theme 
in fantasy campaigns, especially human-elf, 
human-faerie and human-monster loves. The last 
is especially interesting, as the monster’s outcast 
status among humans will lend a Romeo-and- 
Juliet kind of forbidden aspect to the romance. 
The most common monstrous lovers tend to be 
orcs, dragons, and cursed creatures such as were- 
beasts. 


It is science fiction settings, especially ones 
well-populated with alien races, that really allow 
interspecies romance to come into its own. 
Fantasy races may be exotic, but in the end most 
of their reactions and emotions fit into the famil- 
iar spectrum of the human norm. Alien races are 
not so restricted, and may have very unpredictable 
passions when it comes to love and romance. 


One of the more exotic romantic venues in sci- 
ence fiction that aGM may wish to explore is arti- 
ficial intelligence. Sentient machines and robots 
may develop emotions of their own, or try to emu- 
late their human makers in every way possible — 
including romance. 


“I'd Just As Soon Kiss A Wookie!” 


Either way, one of these machines may fall in 
love with a human and all sorts of game complica- 
tions may ensue as a result. A sentient starship 
computer, for example, may have the vessel exe- 
cute wild and dangerous maneuvers to impress the 
PC pilot it has fallen in love with. The rest of the 
crew, having narrowly avoided becoming greasy 
smears, may not be so flattered. 


Psionics may also have a bearing on romances if 
such powers are present in your game world. 
Certain abilities could seriously complicate some 
subplots (“How did she know | was cheating on 
her? It’s not as if she could read my mi- D'OH!”). 
In a more positive light, some powers could create 
a psychic “link” between the lovers, much like the 
spectral link discussed in the previous section. 


Cyberpunk 

Of all the various gaming genres, cyberpunk is 
the most difficult to introduce romantic themes 
into. Cyberpunk dystopias are hard, dirty, cynical 
and tragic places, and many PCs tend to reflect 
that worldview. However, a sincere romance 
would have that much more resonance in such a 
world: it would be a true rebellion against the 
chrome and profit morality of the megacorps, and 
may give an otherwise hopeless character a much- 
needed shot of humanity. 


Horror SH itance 


In literature and films, horror and romantic 
themes go together like salt and pepper — you'll 
rarely find one without the other. As a fear-induc- 
ing dramatic device, nothing beats having a vic- 
tim’s horrific encounter witnessed through the 
eyes of a loved one. 


In “monster hunter” RPGs like Call of Cthulhu 
and Chill, the GM can use a game romance for just 
this purpose. The ongoing potential danger to the 
Romantic Foil due to the PC’s activities should be 
a constant source of anxiety, and such relation- 
ships can easily end in shocking tragedy. If the PC 
does meet a gruesome end, the horrified reactions 
of the victim’s beloved can help drive home the 
terror of such a state to the rest of the party. 


In “personal” horror games such as Vampire: The 
Masquerade, romance takes on a very different res- 
onance. The PCs themselves play the monsters, 
and may instigate such tragedies upon others 
(especially if they have to seduce and kill inno- 
cents in order to survive), 


Because of this, personal horror campaigns are 
difficult to run serious romantic themes in, but 
when you can get away with it, they add a great 
deal of dimension to the PC involved. One of the 
Accursed may cling to a mortal lover as his sole 
remaining link to his long-forsaken humanity, or 
two immortal creatures may share a quirky, doom- 
tidden romance that spans centuries. 
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Romance in RPGs 


Other Genres 


A few wh notes about running romances in 
other types of RPGs: 


Superheroes 


One of the great strengths of the superhero 
genre is that it encompasses nearly all others, and 
can lead to some truly bizarre love matches. In a 
standard campaign, it is perfectly within estab- 
lished conventions to have, say, a cybernetic elf 
date an alien vampire, or a mutated dolphin man 
develop a crush on a robot sorceress. The GM 
should feel free to let his imagination run wild 
when creating Foils. 


Western and Victorian 

One thing a GM must keep in mind when run- 
ning adventures in these settings, whether histori- 
cally accurate or fantasy variants, is that the peo- 
ple at the time had very different ideas of what was 
and was not acceptable in romantic relationship. 
This was especially true of upper society, where a 
couple was expected to go through months of 
chaperoned “outings” without so much as kissing 
and it was scandalous for a woman to show her 
ankle in public. 


Time Travel and Alternate Worlds 

These adventures offer two tried-and-true spins 
a GM can put on PC-NPC romances: the “grand- 
mother” paradox, where the PC goes back in time 
and becomes his own ancestor, and the Edith 
Keeler Effect, where the time traveler falls in love 
with someone who is doomed by history to die. 
Also, if a Foil of a PC died in the past, the GM 
may want him to meet a past or alternate-world 
version of her to generate some interesting role- 
playing encounters. 


Final Comenenls 


The addition of romantic themes to an adven- 
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ture scenario can greatly enhance everyone's 
enjoyment of the game. Running a game romance 
between a PC and an NPC can be challenging 
and intriguing for GM and players alike. 

The next day, Draco strode into Wingnut’s ware- 
house laboratory whistling happily. Wingnut looked up 
from his latest invention-in-progress, a plutonium- 


enriched cake frosting. 


“Everything work out with you and that woman, 


then?” he asked. 


The massively-muscled mercenary stopped to 
admire his perfectly-combed hair in a mirror, hum- 
ming a cheery tune. 


“Not exactly.” 
“Then what are you so happy about?” 


Draco’s smile sparkled, Wingnut idly wondered 
how he did that in the lab’s dim lighting. 


“Well,” the mercenary began. “I followed your 
advice, got the slug monster, and took it for a walk in 
the park. Sure enough, the woman stopped to admire 
Sluggy (that’s what I named it, by the way), saying 
my new pet was really cute, as giant theropods go.” 


“And? WW 


“And then Slugey kind of ate her dog, tore through 
the park, terrorized several kids, and demolished what 
turned out to be her car.” 


“Good grief! What are you smiling about, then?” 


“Well, it turns out slug monsters are sentient, and 
Sluggy's female. We got to talking, and, well...” 


“You didn’t.” 
“She is kind of cute, in a slimy sort of way. We're 


going out Friday. Which reminds me: can I, uh, bor- 
row your car Friday night?” 


Wingnut just sighed. 
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ae DILBERT AND WOTC FORM UNHOLY ALLIANCE 
Wizards of the Coast has annouced a deal with United Media to develop a non- | 
collectible card game based on the popular Dilbert comic strip. Entitled Corporate 


Shuffle, the 60-card game will feature the business b unders and inane workplace 
_ Maneuverings of the famous cartoon. Players compete against each other as they 
| maneuver back and forth across the corpoate culture. the winner assumes the title of 
“Big Boss,” and presumably will be granted the same goofy haircut that Dilbert's 
: gq inept employer sports. Corporate Shuffle has been modeled on WotC icon. 
i —_ Richard Garfield’s Great Dalmuti card game. : 

S AND : “We're thrilled to develop a quick-paced game based on this 
WEN <i e\ popular character,” said WotC president and CEO Peter Adkinson. 
TH “Corporate Shuffle combines Richard Garfield’s award winning game 

design with Scott Adams’ satirical look at corporate culture.” - 
Corporate Shuffle will be available in May and retail 
~—*=éfor a suggested $11.95. | 




















WildStorm productions has 
announced the latest expansion 
set for its WildStorms CCG. | 
Entitled Legends, the 150 card set | 
will offer a new twist for players: | 
| oe optional solitare rules. “A | 
, fant 5 omen" ¢4 § common request from fans has || 
An ater cet \ been fopr solirare rules,” said 
WildStorm VP Ted Adams. 
“We've incorporated that 
request into that set.” 


a May release. No price | 
has been set. | 










Hot on the heels of its Bubblegum 
Crisis RPG, R. Talsorian has 
announced the production of another 
Anime-based role-playing game. AT 
VOTOMS, a sci-fi game involving 
man-sized powered fighting machines, will hit 
the shelves sometime in the summer of 1997. Central 
Park Media, the producers of the VOTOMS series, has granted 


official licensing to the game, which means it should be chock full of 
pictures, characters, and inside information. 
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It’s full color. 

It's angels and devils. 
It’s two years late. 

Was it worth the wait? 
Hell yes. 


In Nomine is Steve Jackson Game's long 
overdue role-playing game of angels and devils in 
the modern world, invoking celestial and infernal 
powers to carry out the will of the Creator and the 
Corrupter. It’s one of the oldest stories in the 
world with a healthy dose of attitude. 


As soon as I opened the book, | was 
overwhelmed by the full-color pages. All the 
illustrations are done by Dan Smith, and while 
I’m not a big fan of his style, having a single 
illustrator provides the book with a consistency 
that’s missing from other works. The layout is 
beautiful and easy to read. Reading the rules was 
kind of confusing, but this had nothing to do with 
organization. The rules are simple, but there are so 
many connotations that the reader may find 
himself scratching his head. The author and 
editors did their best to make all the references 
easy to find. The full index in the back is a 
godsend. You'll be skipping around the book a lot 
when you read it for the first time, but everything 
is explained in clear, precise language, which 
makes up for it. 


Players choose the roles of angels, devils, 
minor servants, and humans. | have no clue why 
anyone would not want to be an angel or devil. 
This is a Power Gamer's game. Put some haloes 
and horns on your favorite RIFTS character and 
you'll know what I’m talking about. However, 
there’s a whole lot of side-bar material about 
character concept that whets the imagination. 
Also, characters must be designed to fit into the 
ranks and files of Heaven and Hell. Since they are 
(or were) angels, characters must act within 
accordance to their duty, which adds harmony to 
the “Symphony” or celestial chorus of Heaven. By 
acting against his nature, the angel or devil’s soul 
sings “out of tune.” By doing so, you draw the 
attention of others who are in accordance with 
the Symphony. Trust me, drawing the attention of 





either Heaven or Hell can mean a whole lot of 
trouble. 


The game system itself uses a unique die: a 
d666. Essentially, a d666 is three 6-siders rolled 
under the trait of the character. Two of the dice 
are one color and the third die is a different color. 
The two dice are added together with the hope 
they will roll under your appropriate trait while 
the third die measures your degree of success or 
failure. Also, if you roll “1,1,1” a miracle occurs, 
which can be good or bad, depending on which 
side you're on. If you roll a “6,6,6” something 
diabolical occurs, which can also be advantageous 
or disastrous, depending on your alignment. 


As with all Steve Jackson products, the 
background material is incredibly well-researched. 
The handling of Lilith (Adam’s first wife) is 
marvelously unique, which makes me look 
forward to see how they handle other “Christian 
occult” characters and artifacts (such as the 
Wandering Jew and the Spear of Destiny). 


For fans of occult role-playing, I cannot 
recommend In Nomine more. It is a “power game,” 
but it encourages role-playing over combat, 
character development over carnage. There are 
even suggestions on how to play “silly In Nomine.” 
It will take a second reading to fully grasp the 
implications of the rules, but it’s such a fun read, | 
really didn’t mind. Also, it looks like SJG is 
supporting In Nomine with two almost immediate 
releases. Considering the source, I’m not holding 
my breath, but | hope they are true to their 
schedule. 


The wait is over. If you’re wondering whether 

it was worth two years, go out and get In Nomine 
right now. You won't be 

disappointed. 
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HOW TO SPOT A CONSPIRACY 
AIMED DIRECTLY AT YOU 
AND WHAT TO DO ABOUT IT) 
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Obviously we must 
account for errors in our work 


and our lives. But what 
SPECIAL BY happens when things 
i continue to backfire? At this 


point it becomes necessary 
to suspect those around us 
and in positions of 
leadership of something far more sinister: a 
conspiracy. 


Some might brush this off as delusional or an 
episode of paranoia... these same people should 
arouse the highest suspicion among the more 
enlightened. Why else would they try to quell 
your normal and perfectly healthy fears? 


Let’s start with an example: The highly 
popular video game Tetris. Don’t get me wrong: | 
too grew up on video games, and possess a healthy 
fear of the withdrawal of these entertainments. 
The object of Tetris: to complete unbroken 
lines from randomly shaped, 
falling jigsaw pieces. 
If you don’t 
complete enough 
lines, you lose. If 
you do complete 
enough lines, the 
pieces fall faster and 


eventually, you lose. 
Since there is no real way to win at Tetris (unless 
of course you play the wimpy reverse order 
version), achievement in the sport can be based 
on personal score or amount of lines completed. 


Eventually, no matter how often you play, the 
outcome of the game will depend on the untimely 
non-arrival of the coveted “straight” piece. It is 
necessary to use this piece to fill cavernous gaps 
and correct fated ertors. Unfortunately this 















damned piece never comes. Why not? Who's 
keeping them for you? 


And that’s not all. Ever notice how the lids at 
self-serve beverage centers never fit your 
cup? How interesting-looking 
mail is never 
addressed to 
you! That 
despite the fact 
that you are 
buying 
there are 


always 
pens, 
never any to be found when 

you are on the phone?! These little injustices and 
inconsistencies can crop up again and again, 
causing minor discomfort to unbridled rage in the 
course of one’s day. Frustratingly, there seems to be 
no one to blame for these accidents. Or is there? 


Episodes like these may appear 
random, but who says they have to be? By 
developing a conspiracy theory, one 
knows whom to blame and can react 
appropriately. Sure, some might laugh, 
some might refer to hereditary 
problems, and might not 
comment at all. These are the people you 
must suspect the most. By prematurely blowing 
you off, they are obviously trying to discredit you 
and make you appear foolish. What would their 
motive be for something like this? Maybe a cover- 
up. Possibly you are approaching the truth of 
someone's diabolical vision. It is essential to be 
careful. 


SOITLE 


Conversely, anyone who smiles secretly or 
tries to improve upon your scheming obviously 
has nothing to do with anything and is merely 
trying to become twisted into your adventures out 
of boredom. As much as these people would like 








to believe, they are in no way implicated and 
should have no place within your fiction. 


When uncovering a conspiracy, be creative. 
For inspiration you might try reading books such 
as Robert Shea and Robert Anton Wilson’s 
Illuminati or Frank Herbert's Dune saga. When 
designating involvement, keep in mind 
untouchable groups such as the 


Board of Education, the 
people who made the Rubik’s = 
cube, and, of course, that five- be 


sided figure of menace: The 
Pentagon. At the same time 
don’t forget local targets such as your 
parents, mortal enemies, and mall security 
guards. 


Here is a model you may use. 
Working off the Tetris 
example already — stated, 
picture this: little cameras 
have been inserted into your TV or PC monitor. 
These cameras evaluate your level of stress, letting 
you win a little, letting you lose a little. They 
build upen the tension until finally, when things 
begin to go well, they withhold the ‘straight’ 
piece causing you to lose the game. 


If you aren’t addicted to Tetris, you haven't 
played enough. By controlling your level of stress, 
the people behind this operation control you. You 
are now a slack-jawed pawn on a vast playing 
board. 


“But,” you say. “I don’t play Tetris!” 


Moron. Any organization that can afford to 
send secret agents through your window to plant 
tiny cameras in your TV can obviously spare the 
expense to infiltrate an entire society. Do you not 
use vending machines? Do you not buy cereal? 
There is no telling how deep these plots may run. 


As the realization sinks in, 
keep in mind that 
there are 
alternatives to 
huddling under 
the covers all 
day. Grow with 
your paranola 
that you may 
utilize it to your 
benefit and 
amusement. Become 
a suspect. Ludicrously 
scoff at other people’s similar fears, then invite 
them out at weird hours. Explain your theory and 
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try to involve others. Remember not to trust too 
much. 


Don’t become too dependent. Learn how to 
excel at Tetris without using the ‘straight’ piece 
ever! (Did I neglect to mention that the Russians 

invented Tetris?) Be secretive. 
Although the logistics may 
remain hidden, there is no 
reason you 
shouldn’t 
pretend to 
know more than 
you do. 


Keep a journal. Collect your 

assorted thoughts, newspaper 

® clippings and pictures in one place 

where they might be conveniently 

found. Imply more than you know 

and encode that which you do not. Remember, a 

well-kept journal will provide clues and 
implications to the police. 


Plan your escape. Remember, everyone is out 
to get you. All the bizarre coverups and mysteries 
have their assorted answers. It is natural to assume 
that some things are unexplainable, but it is far 

more fun to imagine a complex, all 
encompassing solution. If this 
information has remained hidden for 
so long, it is necessary to assume that 
risks will be taken to prevent its 


leakage. 


I only hope that this 
information reaches you before | 
am caught. If it does make it 
through, remember to take it 
with you. The time to organize 
the resistance is now. 


See! You can get all somber like that when 
being hunted by a secret organization. There is no 
end to the amount of rainy day couch forts, 
walkie-talkies and colleagues you can enlist. 
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I've always considered Shadowrun FASA’s 
bastard stepchild: given only enough support to 
keep it alive while attention is lavished on its 
alder brother BattleTech and little sister 
Earthdawn. At first, the Shadowrun Companion 
seemed to be just another pathetic band-aid for 
this hemophiliac of a game, and the fact that no 
less than nine people were listed as the authors 
made me nervous. 


I can assure you, however, that my fears were 
completely unfounded. The Shadowrun 
Companion is an enjoyable, workable supplement 
with plenty to offer Shadowrun players and 
gamemasters alike. It opens (as do most 
supplements in the cyberpunk genre) with a little 
fiction — in this case an excerpt from an internet 
chat-room discussion involving — several 
disgruntled shadowrunners. | was hooked. 


I’m not as familiar with the mechanics of 
Shadowrun as | would like to be, but the 
information in the book didn’t dwell much on 
mechanics. Instead, it was comprised largely of wiz 
campaign ideas and character developments. In 
fact, two-thirds of the book deals completely with 
characters. The concept of character in 
Shadowrun is completely broken down, examined, 
and reassembled, with commentary and 
suggestions throughout. Racial varients get some 
attention, and | may have to go out and find a 
Shadowrun game just to play one of them. Do 
sylvan, British Isles sorts of elves turn you off? Try 
the Wakyambi, a rare race of African elves. Do 
trolls seem a little too cookie-cutter? How about a 
Cyclops or a Minotaur. Are your orks a little 
too... well... orky? Try playing a middle-eastern 
Hobgoblin or an oriental Oni. Other race variants 
are discussed, all with accompanying illustrations. 
I was impressed. 


The SC also provides tips and variants on 
character creation itself. It includes a system of 
edges (such as quick healing or photographic 
memory) and flaws (such as “elf poser,” a human 
who really wishes he could be an elf) that provide 
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bonus points for purchasing skills and attributes, 
or cost points for added abilities. Skills get a new 
look, with a new skill web, and training times and 
costs are dealt with. 


Almost as cool as the race variants is the 
section on contacts and friends. The authors 
provide some game mechanics to reflect the 
concept of favors and getting introduced to your 
friends’ friends, but they're almost afterthoughts. 
The section provides tips on making such 
contacts characters in and of themselves — 
people with lives and wants and needs, people 
who may need the players’ help instead of the 
other way around. It’s good to see actual role- 
playing addressed, instead of just roll-piaying. 


The gamemaster section is just as nifty as the 
player section. It has all the usual GM stuff: how 
to plot an adventure, tips for gamemastering, etc. 
But it also has hooks and curves that, while cool 
for Shadowrun, can be applied to any cyberpunk- 
style campaign. The rules for state-of-the-art gear 
are particularly cool (Simply put, the characters 
must pay X amount to keep their stuff up to date). 


The last chapter discusses several alternate 
campaign ideas, from the obvious (the all-mage 
campaign, or the special forces campaign) to the 
unique (the paramedic campaign, where the 
players make up a Doc Wagon team responding to 
high-threat emergency calls). The gang campaign 
idea is particularly detailed, including details on 
several gangs (some of whom are quite 
disturbing...) 


Publishing a rules companion more than half 
a decade after the release of the game may seem a 
bit lame to some, but the book overcomes its 
rough first impression quickly. Every 


Shadowrunner should check this Companion out. 
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LIVE AND DIRECT 
e BY LISA SMEDMAN, WILL MOSS, 
STEPH BROCHU, AND MIKE ROTOR 
e PUBLISHED BY R. TALSORIAN GAMES 
© 95 PAGES 
e REVIEWED BY LOREN B. DEAN 

In the world of Cyberpunk, there is nothing 


more powerful than the media (if you don’t 
believe it, look at the real world and O,J. 
Simpson). Other corporations may deny it, but if 
confronted, they can’t seem to explain why they 
court the media so openly. No other group wields 
as much power over the minds of people. No other 
group can mold and shape public opinion the way 
they do, and no other group is more thanked for 
doing it. Characters who work for media 
corporation have the capacity to be the most 
influential figures in a given campaign, and that’s 
what Live and Direct is all about. 


The book opens with a beautiful bit of 
fictionfcommentary on the power of Media. 
(“Who comes into your home every day, invited, 
treated like an honored guest, fussed over, taken 
with you in the car, to the gym, to your desk at 
work?”). The authors catch the feel of the game 
wonderfully here, and those new to Cyberpunk 


will want to read the first few pages carefully. 


The first half of the book is background. The 
history and current uses of cyberpunk 
broadcasting are discussed for several chapters. 
The death of print and the rise of the screamsheet 
are thoroughly detailed, and commentary is made 
on a wide variety of topics: the music industry, 
cable TV, and more. A lot of time is spent dealing 
with pirate radio and TV stations. Why these 
media renegades do what they do — and how they 
do it — is great to read, and running a group of 
broadcast pirates can be loads of fun. 


The book also talks about abuses of media 
power, citing several fictitious example that are 
hysterical and disturbing at the same time. The 
media circus surrounded a televised execution is 
examined: a major network outbid (out-bribed) 
all others for exclusive broadcast rights, the public 
was allowed to call for or against a pardon (9.5 
million votes in favor of execution), and the 
event drew the single largest audience ever (an 
estimated 2.5 billion viewers). There are more 
examples of such Cyberpunk media abuse 
(including the news anchor that no one knew was 
an Al construct until she went public...), but 
you'll have to read the book to learn all the juicy 
details. 


The last half of the book goes into game 
mechanics and the nuts and bolts of running a 
media campaign. Character templates and sample 





























motivations are described and even combined in 
one of the book’s most interesting twists. For 
instance, the War Correspondent template 
follows the Adrenaline Junkie motivation, and 
the Investigative Reporter template follows the 
Crusader motivation. The combined templates 
can then be easily applied to the sample stats of 
the media types that follow: the techie who runs 
the camera, the solo who shoots the gangers 
taking exception to the presence of the camera, 
the netrunner who digs up the latest political 
scandal, the corporate who the team has to try 
and sell the story to, and of course, the media 
himself who gets to take all the credit. 


After the character section comes the GM 
part, focusing on how to run media adventures. 
Rules are provided for interviewing, editing and 
presentation, and a sample TV schedule is 
provided so that your edgerunners can pick their 
favorite shows. Different types of media 
campaigns are mentioned (the corporate 
campaign, the pirate campaign, the freelance 
campaign, etc.), and the corporate profiles and 
strategies of the top three media providers (DMS, 
Net 54, and WNS) are summarized in depth. 


The book closes with a marvelous little story 
by fictitious reporter C.J. O'Reilly. He recounts an 
experience in which a hungover insult landed him 
on a game show called “The People’s Arena” 
(where plaintiff and defendant settle their 
disputes with live ammo, after a quiz show 
segment which earns them cash to purchase show- 
supplied weapons). 


R. Talsorian has one of the best handles on 
game-world ambiance I’ve ever seen, and Live and 
Direct continued that fine tradition. If your 
cyberpunkers are getting too cookie cutter-ish, 
throw ’em a curve, and make 
"em reporters. 




























Aliens Archive 


by Timothy Brown ($22.95, 106 pg.) 


by Greg Porter (522.95, 93 pg.) 


Starships 
by Don Perrin (920, 107 pg.} 


The three newest Traveller books fill in 
some of the gaps left by the core rulebook, 
providing players with detailed alien races, 

ship and vehicle design rules, and plenty 
of equipment to outfit characters with. 
Each book is very well-written, but 
suffers from Traveller’s trademarked lack 
of graphical flair. Illustrations are 
typically not placed into the text, but 
set aside on their own pages, leaving 
vast expanses of plain-looking words 
behind. The artwork is all high- 
quality — especially the color plates 

— making the plain layout that 
much more of a shame. 


Quibbles with layout decisions 
aside, each book has something to 
offer the hard-core sci-fi gamer. 

Don’t be put off by the plain 
appearance, but be prepared for 
sticker shock — these books are 
expensive. 


The Aliens Archive has 
detailed descriptions of ten 
lesser alien races — those 
who have not developed 
interstellar travel on their 
own. Each race has 
approximately ten pages 
devoted to it, which is ample 
room to go into great detail on 
their physiology, psychology, 
culture, and history. 


Best of all, the aliens are, well, 
alien. They are not Star Trek-style 
humanoids with pointy ears and 
funny noses, but rather creatures 
with exotic physiologies and even 
weirder psychologies. It’s easy to 
invent funny-looking aliens — dozens 
of games have done so. But it’s not easy 
to create plausible alien psychology and 
culture from scratch, and that’s just 
what's been done here. Author Timothy 





Central Supply Catalog 


Brown has carefully considered each creature’s 
evolution and _ history, and thoughfully 
extrapolated how that would determine their 
disposition as an advanced society. 


The results are worth reading for any sci-fi 
GM. Take, for example, the Hresh. Somewhat 
resembling Earthly trees, they are a race of 
sentient autotrophs. Long ago, they evolved the 
ability to slowly move themselves about as a 
defense from the floods that would periodically 
ravage the lowlands of their homeworld. 
Sentience followed, and today they have a rich, if 
decidedly low-tech culture. As the Hresh are able 
to produce their own sustenance from sunlight 
and water, they are horrified by the thought of 
sentient beings voluntarily feeding on other 
creatures. They will be quite vocal about their 
beliefs, and are considered by most other races to 
be annoying at mealtimes. The Hresh also have a 

strong tradition of sheltering 
and nurturing wildlife. For 
millenia, creatures similar to 
Terran insects and birds lived 
in the branches of the pre- 
sentient Hresh, and modern 
Hresh still maintain close 
ties with many native 
species. They only 
abandon their personal 
menageries under 
protest, but this is often 
necessary before they 
can book passage on a 
starship. Hresh 
communicate via the 
delicately 
orchestrated rustling 
of their branches, 
and must use 
translation 
computers to 
communicate with 
other species. 






















The Hresh are one of the more extreme 


examples of how odd the aliens in the Aliens 








Archive can get. Most are slightly more 
conservative, but the presence of the “real 
weirdies” is a welcome spice. Interestingly, a 
couple of races in the book are descended from 
long-lost human stock, but thousands of years of 
isolation has wrought great changes upon them, 
making them as alien as anything else. 


Of course, rules are given for making any of 
the alien races presented into player characters, 
but in many cases only a devoted and talented 
roleplayer would want to make AR eompe Most 
aliens will make better NPCs. 


Fortunately, for each alien entry GMs are 
provided with two stand-alone encounters, so that 
they can easily introduce new aliens into their 
campaign. One encounter considers member of 
the race that the PCs meet on the homeworld; the 
other details an alien individual who has travelled 
abroad into the Imperium. This is a nice touch 
that will make it a lot easier to start using the 
material right away. 


Overall, this is a great book, and probably the 
best of the new Traveller books. It is also one of the 
best game supplements of its kind, for any system. 


Starships is a lot less fun to read than Aliens, 
and is less useful, too. It has statistics and deck 
plans for 32 starships, from the smallest lifeboat to 
the largest transport ships. The problem is that 
half of the ships already made an appearance in 
the core rule book. To make matters worse, the 
information provided in Starships is in most cases 
no more detailed than what one would in the core 
rules. 


However, each entry has deck plans, which is 
a nice addition. An exterior illustration is also 
provided, right alongside the descriptive text. It’s 
a trend they should run with, as this is the best- 
looking Traveller book so far. All is not perfect, 
though. The color plates are still hidden in the 
back and the deck plans lack polish. 


The deck plans have yet another problem. 
The plans provided for largest ships do not show 
detailed floor plans, but instead present a cross- 
sectional view. While you get a good sense of how 
much space is taken up by engines, fuel, weapons, 
and staterooms respectively, you do not have 
enough information to conduct a detailed action 
scenario. It would have been well worth a few 
more pages and a few more dollars — to 
include this information. 





Starships has a much more detailed ship 
creation system, replacing that which is present in 
the core rules. The new rules in Starships will only 
be useful to the most hard-core ship designers. 
More casual players will be able to get by fine with 
the quick design system in the basic rules. 


Also present are a few high-profile NPC bios, 

























tucked in among the ship descriptions. The 
characters are interesting, varying 
from Imperial Navy officers to 
mercenary captains. They could 
be dropped into almost any 
scenario, but explicit story 
hooks are not given. 


In the end, Starships seems 
to have a lot less to offer the 
typical player than the Aliens 
Archive does. Of course how 
much a GM will get out of it 
depends on the kind of 
campaign they're running 
— for some people the 
deck plans alone will be 
worth the price of 
admission. 


The Central Supply 
Catalog is another one 
of the less-glamorous 
tools any RPG line 
needs. Despite its 
utilitarian focus, it is still a fun 
book to read, providing plenty of, “Ooh, | 
never thought of that” moments. 


All manner of personal equipment is 
described, from tech level 2 plate armor to tech 
level 12 battle dress. In between, players will find 
items such as the personal atmospheric re-entry 
kit (AKA “Hell on a Half-Shell”), 
communications satellites, robots, and 
survival gear. The entries for spacesuits 
and the Imperial Surplus Surfaces are 
especially interesting and useful. 
Some rules are even given for 
exposure to vacuum. 


























A large part of the book is | 
devoted to a vehicle design 
system, which is actually a 
variant of that used in Fire, J 
Fusion, and Steel. It also 
feels a lot like the T4 
starship design system, which is 
no surprise. Over ten example _ 
vehicles are provided. They are all ' 
useful, but none are especially 
interesting. 








If the books were in the 
neighborhood of $15 each, it 
would be easy to suggest buying 
all of them. However, they are 
too expensive for that, and T4 
players will probably have to prioritize. 
The Aliens Archive seems to be the best 
of the lot, being both fun to read 
an broadly useful. The Central 
Supply Catalog and Starships are 
both good books, but do not 
stand out. Still, T4 is off to a good start. 








by Joseph Cochran, with Ronald Jarrell, Charles Ryan, and Zeke 


Sparkles | 


co-published with Chameleon Eclectic 


200 Pages 
Reviewed by Matt Staroscik 


Babylon 5 fans rejoice — the long-awaited 
RPG is almost here, and it appears to have been 
well worth the wait. 


The first thing people will notice about The 
Babylon Project is the layour. Full-color 
throughout, the book is eye-catching and very 
readable. Sidebars are effectively 
used to present tables, 
examples, and 
additional 
information where 
needed. Kudos go 
to graphic designer 
Charles Ryan, who 
has done a great job 
of making a product 
that’s attractive and 
easy to read. 


Content, though, is 
the most important thing, 
and here again The 
Babylon Project brings in 
high marks. First off, there is 
an excellent summary of 
Babylon 5’s intricate storyline. 
While it will be old hat to fans 
of the TV show, people 
unfamiliar with the story will be 
quickly brought up to speed 
upon reading it. Frankly, it’s 
damn good stuff, well-suited to epic-scale role- 
playing adventures. 


Next up is character generation and game 
mechanics. Here The Babylon Project really starts 
to shine. During character creation, players 
consider three separate phases in their PC’s 
history — childhood, “development” 

























(adolescence), and adulthood. At each stage, the 
player will select several relevant skills, choose 
personality characteristics, and carefully consider 
some specific details of the character's history. 

The process is vaguely reminiscent of 
the “lifepath” systems seen in some 
other games, but it does not coddle 
players by providing tables to roll on. 


Rather, a series of questions is 
provided for players to answer. The 
answers to them will help to more 
fully define the character under 
development. It’s not really a 
character development system, 
but it does provide an organized 
framework within which an 
imaginitive player can 
thoughtfully construct a 
believable, three- 
dimensional character. 


Attributes, which are 
rated from 1-9, are 
generated at the 

beginning of character 

creation. All four PC 

races — Humans, 
Narn, Centauri, and Minbari — 
have default scores for the twelve 
attributes, which are the starting point for new 
characters. A player can bump an attribute up or 
down by up to two points, but they have to 
compensate by adjusting another attribute in the 
opposite direction. Deviations of more than two 
points must be approved by the GM. Obviously, 
this is not an environment where powet-gamer 
munchkins will thrive. 


The skill system is also straightforward. From 
the skills written down during character creation, 








players choose one to be the Primary, three to be 
Secondary, and any number of the remainder to 
be Tertiary. A character's Primary skill is at rank 4 
(out of a possible 5); the Secondaries are all 3; and 
players can assign 12 points to the Tertiary skills 
in any way they wish such that none is higher 


than 3. 


Each skill has several associated sub-fields or 
“Specialties” players can choose from. Upon 
purchasing a skill, one Specialty is chosen 
for free; others may be added at the cost of 
one point. Players are encouraged to 
make up skill Specialties if an appropriate one 
isn’t listed in the book. 


The Babylon Project uses a_ relatively 
conventional roll-and-add formula for task 
resolution, but there’s a clever twist. When a 
character attempts a task, the GM assigns it a 
difficulty number, which is typically in the range 
of 2-25. The player adds up their skill level and 
the level of its relevant attribute; if they have the 
correct Specialty, they get another bonus of two 
points. This number is called the “Ability,” and a 
typical value for a skilled character would be 
about 10. Of course, the GM can modify the 
Ability based on circumstances . For example, if a 
PC was trying to fix a fusion reactor in the dark, 
in zero-G, they might be at a -4 or more. 


Now comes the twist — instead of rolling a 
die and adding it to the Ability, the player rolls 
2d6. One d6 produces a positive number, and the 
other a negative, but only the smaller of the two 
absolute values is kept. That is, if a player rolls -2 
and +5, they keep only the -2, which then 
modifies their Ability. The GM then compares 
the modified Ability score to the task difficulty to 
judge the attempt’s success or failure. The system 
is quick, light on math, and easily produces a 
variety of results from Critical Failure to Critical 
Success. Incidentally, rolls of double ones or sixes 
indicate some sort of unexpected mishap or 
benefit, respectively. 


The combat system is also straightforward. 
The standard task resolution system is used to 
determine ranged weapon hits, while hand-to- 
hand combat uses a contested roll variant. Hit 
location is easily determined, and good provision 
is made for called shots. The wound-tracking 
system is more complicated than the rest of the 
rules, requiring a couple of lookups on a 
specialized table. It is not a traditional system, but 
it is slick nonetheless. It lets the GM calculate 
how long a wounded character will live if they 
don’t get medical attention, and even provides for 
long-term effects of injuries. Again, nice work all 
around. 












And by the way, combat is lethal in The 
M, Babylon Project. Try not to get your 
Bete characters shot at, as one good hit 
mie from a modest weapon can 
% 2 Mipae et WEAPON 

», finish off almost anyone, 

Tough? Yes. “Wimd Ve 
Realistic? You bet. 






















Despite the lengthy 















rules summary above, ‘ee 
relatively little of the book is | oy Nd 
devoted to mechanics — there’s just not a lot to 
say. Most of the game is used to detail the world of 
Babylon 5, and provide players with the tools they 
need to get started. Of course, the major races are 
all described in detail, and there are equipment 
lists, a sample adventure, psi rules, character 
sheets, and all the other things you’d expect to 
find. Without going into detail, it is safe to say 
that everything you really need is there, and all of 
it is executed more than competently. 


One of the biggest surprises in The Babylon 
Project was the section offering advice to the GM 
on how to craft an epic-scale adventure. The B5 
TV series is about huge events — like interstellar 
wars — and the people caught in the middle of 
them. The Babylon Project RPG has the same two 
levels of focus. It starts out with an unusually 
thoughtful character creation process, and then 
provides GMs with the tools they need to craft a 
truly epic scenario. Readers of SHADIS probably 
all have a few epic campaigns under their belts 
already, but any GM would benefit from giving 
this section of The Babylon Project a read — it can 
really help organize one’s thoughts. 


Overall, The Babylon Project is one of the most 
impressive RPGs on the market , 
today. Clever rules, a great story, ede 
and slick production combine to : 
make this game a real stand-out. Its 
main flaw is a lack of information on some 
topics; for example, space combat is not covered, 
alien worlds are not covered in enough depth, and 
stats for the TV series 
characters are not provided. 
None of these omissions are 
fatal though, and all of them 
look like they are designed to be 
addressed by future sourcebooks. In the meantime, 
Chameleon Eclectic and WireFrame have 
produced a great game that deserves the attention 
of sci-fi players everywhere. 
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Red Riding Hood Mauled by 

Wolf 
Lupus Woops — Five-year old Stephanie 
Moore was attacked yesterday evening while 
walking in the woods near her home. She was 
rushed to Memorial Hospital where she was treated 
for bites and scratches, and then released. When 
asked about the attack, she claimed the wolf first 
erowled at her, then asked where her grandmother 
was before attacking her. Jim Hunter, a broker with 
Dewey, Cheathum, and Howe, was jogging in the 
woods, heard her screams, and rescued her. 

“She’s a very lucky little girl,” Police detective 
Dan McGraw commented after the incident. “Most 
of the time, attacks like these leave the victims in 
far worse shape — especially if they’re as young a 





she 1s. 


Moore was wearing a red baseball cap when 


attacked, inviting comparisons to the Little Red | 
Riding Hood fairy tale. Hunter, however, debunked | 


the “Big Bad Wolf” of this case at a press 


conference after the incident. He described the 


“wolf”? as a medium-sized, gray German Shepherd 
| with no collar or tags. 


“It looked like a big stray,” he said. “I really | 


| couldn’t believe that it was attacking her as 
| viciously as it was.” 
If anyone in the area of Lupus Woods knows of 
or sees a dog of this description, please contact the 
police, 


Welcome to this month's installation of Chilling 
Thoughts. Each month, Chilling Thoughts will bring 
you a column which includes some small props for 
use with the Chill Horror Role-Playing Game by 
Mayfair Games. These props are designed to be 
photocopied (so you don’t have to mangle your 
valuable copy of SHADIS) and handed out to the 
players on a Chill adventure. You will also be given 
details and suggestions as to how each prop could 
be used in an adventure or as the subject of an 
entire adventure in their own right. 


This month we look at newspaper stories. After 
all, sometimes SAVE envoys uncover the existence 
of creatures of the Unknown without being 


directed by SAVE HQ. SAVE envoys have always 


been on the lookout for stories in the media which 


suggest Unknown activity. This has been 
particularly important and necessary in these 
difficult days since the unexpected attack by 
forces of the Unknown on SAVE HQ. As 
the SAVE organization works to rebuild, 
individual SAVE envoys must be more 
proactive in searching for evidence of 
activities of the Unknown. 


The story presented here is an example 
of the kind of story a CM might use to get 
the PCs involved in investigating possible 
Unknown activity. For complete control of 
her Chill campaign a CM may write such 
stories herself so they fit into whatever plans 


she has for her PCs. 


Using stories from a newspaper local to 
where the PCs are based will be more 
challenging for the CM, but can be much 
more interesting for the PCs. This is 
especially true if the CM is willing to use 
several stories to give her players the 
opportunity to choose which stories deserve 
investigation. For a CM who thrives on real 
challenges, an entire newspaper could be 
used with the PCs selecting which stories 
they want to investigate at the end of one 
playing session. The CM can then create 


adventures for the stories selected before her | 


next playing session. 


If the PCs are located in a major city, the 
CM should choose a paper from a nearby 
suburb or town rather than giving the 
players a copy of the New York Times. 
Another option would be to have one of the 
PCs receive a newspaper from his hometown 
(assuming, of course, that it differs from 
where the PCs are based). This would allow 
the PCs to travel, giving them a change of 
scenery and allowing the CM to craft an 
adventure based in a environment different 
from what the PCs are familiar. For 
campaigns set in the past, the CM can use 
the local library to get old newspapers 
instead of current ones. 


Of course, some of stories will turn out to 
be red herrings. The PCs will spend time 
investigating an event that turns out to be 
unrelated to the Unknown in any way. A 
good CM will find the right balance between 
stories which lead the PCs to encounters 


with the Unknown and those which do 
not. The PCs will investigate and follow 
the false leads until they determine that 
the Unknown is not involved. A 
creative CM will arrange for such 
unadvantures to be as enjoyable as those 


| that lead to the Unknown. False leads 


can also serve to help remind the PCs 


| that they live in a real world where not 
| everyone or everything they encounter is 
| an enemy to be fought. 


Although most false leads will 


| probably involve “normal” citizens who 
| are living quite “normal” lives, the CM 


can have some lead the PCs into 
dangerous non-Unknown situations. An 
encounter with a local street gang that 
was involved in the story the PCs are 
investigating could prove particularly 
challenging to them. They will certainly 
run afoul of the gang, but they might also 
annoy the police who will not appreciate 
their meddling in police affairs. 


PCs investigating the Red Riding 
Hood story above might find that she 
was just attacked by a stray dog and 
imagined the questions about her 


grandmother. Remember: young 
children do have very active 
imaginations. Low level PCs could 


discover that the dog was just what they 
expected: a werewolf. If the CM wants to 
give more experienced PCs a real 
challenge, she could have Jim Hunter be 


} acreature that uses a dog or wolf minion 


to attack children so he can rescue them. 
He then befriends them to gain access to 
their homes and their families for much 
more sinister motives than those of a 
“simple” werewolf. 


Using actual newspapers to stimulate 
PCs to investigate events close to their 
homes or hometowns will bring a touch 
of realism to your campaign that should 
be enjoyable for the PCs and the CM. 


| When you do try these ideas, let us know 
{ how your players react to them. If their 


adventures are interesting enough, we 
may use them in future articles or 
products. 


Chilling Thoughts are sponsored by Mayfair Games. Comments can be addressed to Mayfair Games, Dept. SAVE, 5641 W. Howard St. Niles, IL 60714 or emailed to gpym1P@aol.com. 
More information is available at www.coolgames.com/SAVE. html. Chill is a Registered Trademark of Mayfair Games, All Rights Reserved. 
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REVIEWED BY JOHN WICK 


I’m an old school gamer, which means | 
remember when Chill was first published by 
Pacesetter Games. | picked it up then, fell in love 
with it, and bought everything | could. When 
Mayfair acquired the license, they began 
publishing sourcebooks left and right, supporting 
the game with information on vampires, 
werewolves, ghosts, voodoo and anything else 
they could think of. But there was always one text 
a Chillmaster needed that was never published: a 


sourcebook on SAVE. 


SAVE (an acronym for Societas Argenti Viae 
Eternitata, or the Society of the Silver Way) is a 
secret society dedicated to destroying the 
vampires, werewolves, and ghosts of the world. It 
always struck me as curious that neither Mayfair 
nor Pacesetter ever published a sourcebook on 
SAVE and its envoys. But now, those days are 
over. 


Unknown Providence: SAVE In New England is 
full of information on every Chill player’s favorite 
secret society. Thirty pages of this 128 page 
volume are dedicated to the SAVE headquarters 
in Stanford, Conneticut and other smaller chapter 
houses in New England. It covers a Chill version of 

the history of New England, along with a parallel 

history of SAVE’s development on the northeast 
coast of America. Important NPCs are detailed, 
new creatures are listed (including a rather 
disturbing “AIDS Mary” revenant), and there are 
plenty of adventure hooks to keep enterprising 
Chillmasters busy for many months. 


But, surprisingly enough, the mast important 
element of Unknown Providence was not the 
information about SAVE. Four linked adventures 
are also included, making up the bulk of the book. 
While they are linked, they can also be run as 
individual adventures. They provide the 
beginnings of what Mayfair is calling “a storyline 
spanning several years and having far reaching 
effects on the Chill universe.” Just the thought of 
a continuing campaign with a beginning, middle, 
and end should be enough to give any Game 
Master a wink in his eye. 


The first adventure, “Weekend in New 
England” (I’m tempted to pull out my old Barry 
Manilow album and run the song during this 





creepy tale) begins with the envoys investigating 
the disappearance of a young woman near 
Gavinsport, Conneticut. Being strangers in a 
small town only aggravates their investigations. 
Of course, one of the wonderful aspects of Chill is 
that none of the creatures are ever cliché. The 
envoys will be guessing as to the nature of the 
horror they've come to investigate all along the 
way, until finally, they'll have to face the monster 
on its own terms. 


The second adventure, “Death’s Head 
Revisited” is written in a non-linear format which 
is a little hard to follow. It tells the tale of a 
mysterious disease which has broken out in Nova 
Scotia. Reading “Death's Head” is definitely not 
for the slight of heart. 


The third adventure, “Bitter Remnants” is a 
beautiful ghost/love story. | can’t say anything 
else; | may have already given away the surprise 
ending. 


The last tale, “Dark Providence,” begins the 
long campaign promised at the end of the book. 
here are a whole lot of plot twists and turns, so 
there's little 1 can say. It’s a rescue mission of sorts, 
involving a cult and a dark ritual. The players get 
the last words of a fellow SAVE envoy, and that’s 
all the clues they get to start with. It’s a brutal and 
unforgiving tale, but then again, so are the other 
three. Don’t expect any mercy from these four, 
because you won't get it. 


Unknown Providence is a great sourcebook for 
any horror RPG. It contains player handouts, 
timelines, detailed NPCs and everything else a 
Game Master needs to lend an air of believability 
to his campaign. Hopefully, Mayfair's current 
financial difficulties won't impede the release of 

other great books like this one. Check 
it out. 
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All around the world, people are donning 
German and Soviet military affectations. They 
laugh with glee as the brave men who oppose 
them are cut down with machine gun fire, 
consumed in napalm immolations, and horribly 
“put under the tread” of a 62-ton MBT. Britain, 
America, France, Denmark, Sweden — the 
people of every country in the world seem to have 
gone stark raving mad. It’s Judgement Day out 
there, and only the victors will be remembered. 


The madness is all about Command and 
Conquer: Red Alert, the sequel to the blockbuster 
hit “Tiberium Dawn”. Red Alert has blasted it’s 
way across sales charts everywhere, and there 
seems no end in sight with what Westwood can do 
to fuel the fire. For those who have been living in 
a cave, the Command and Conquer series are the 
games to have started a whole new genre in PC 
entertainment. It’s key deviation from established 
strategy games is the fact that the game runs in 
real time. This one key change alters the feel of a 
strategy game completely. 


Previous wargames felt much like chess, with 
every move being well planned and worked out in 
advance, and games basically played out “by the 
book.” Needless to say, this makes them very dry, 
and certainly doesn’t make for a good 
representation of the true fluidity of combat. The 
true success of the genre is that it can be different 
games to different people. For some people, it’s a 
mouse-clicking, brutal action game with strategy. 
Played at a slower pace, it’s a strategy game that 
represents well the many intricacies of fighting 
combined-arms battles. 


Doubtless, many strategy grognards are 
already shaking their heads about this. In some 
ways they would be right. Outright realism takes a 
back seat much of the time, but not always. 


This is clearly obvious in the units themselves 
- tanks have main guns that work against armored 
units, but not only do they require many hits to 
destroy another unit, they tend to flail around 
almost helplessly against infantry because they 





lack the machine guns that real tanks carry. 
Emplacements are not only defended by field 
guns, but also by laser obelisks. But it’s not as 
unrealistic as this may make one think. 


Getting units to move into position in a 
coherent fashion is terribly difficult, and a poorly 
organized attack will quickly find itself dismantled 
against well-placed defenses. Choke points 
become a focus of major battles. Supply lines can 
be terribly vulnerable. Sieges against fortifications 
can be long and bloody affairs. Even the 
somewhat abstract concept of the Boyd Loop in 
modern warfare becomes understandable. (The 
Boyd Loop represents how long it takes for 
someone to recognize, plan, and act on a given 
situation. Whomever manages the loop fastest is 
the one who wins the conflict) So many of the 
classic considerations of warfare become 


poignantly displayed in the crucible of the game’s 
fight. 


The story of Red Alert is like a prequel to 
Command and Conquer. Shortly after the war, 
Einstein develops a time machine. He uses this to 
go back in time and eliminate Hitler before his 
tise to power. His assistant is ecstatic that the 
horror of WW/II has never happened, but Einstein 
secretly fears that the vacuum left by Hitler would 
yet be filled. His worst fears are answered in 
Russia, where Stalin’s forces had never suffered 
the horrific losses against Germany in WWII. 
Stalin stages the invasion of Europe, and it looks 
like WWII has indeed found its alternative. But 
this WWII is like nothing you’ve ever seen 
before. Germany is now one of our 
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strongest allies — in fact the commander of the 
allied forces is German. Technology has taken 
very strange turns. Yak fighters and soldiers from 
the WWII era are seen with Apache Longbows 
and Alfa-class submarines. The game pretends 
that it’s all perfectly normal, and it doesn’t seem 
to bother anyone much. 


One of the most curious new features is Tanya. 
Tanya is the equivalent of a Commando from the 
original C&C. The switch is that she’s is a 
personality unit. Much like the “legendary” units 
of Warcraft 2, she is utterly unique. If you bungle 
somehow and get her killed, she will no longer be 
available to you for the rest of the campaign. A 
nice twist in the gameplay. Many ‘units have 
returned in new guises, and a few new ones have 
been added. Tesla coils are the equivalent of 
Obelisks, the Hind and Longbow replace the 
Gunship and Osprey, respectively, and so on. 


New units include the Medic, the V2 Rocket 
launcher, Anti-Tank and Anti-personnel mine- 
layers, bunkers of several types, Anti-air units, 
fighter planes, transport ships, and several types of 
naval units. Basically the unit type and selection 
has effectively leapfrogged Warcraft 2, Red Alert’s 
closest competitor. 


Some people have complained over the 
newsgroups that Red Alert suffers the problem of 
being a “tank rush”. In other words, the person 
who builds the most tanks the fastest wins. In real 
modern warfare, the result of the armor battle 
usually makes the difference between who wins 
and who loses a battle. The exceptions are when 
poor terrain prevents tanks from being able to be 
employed properly. 


Since the game’s battlefields are mostly 
devoid of terrain, and none of the maps really look 
like a jungle (after all, this is supposed to take 
place on the Eastern Front of Europe), it should 
hardly come as surprising that the battles hinge 
heavily on the armor war. This situation could 
have been addressed by creating heavy forests for 
some battles that may discourage heavy tank 
units. Alternatively, making the performance of 
helicopter-fired anti-tank missiles or shoulder 
fired LAW missiles more realistic might help. But 
the fact is that in open terrain, the tank is king of 
the ground units — and that should come as no 
surprise to anyone. 


Red Alert comes with two different versions in 
the same box. There isa Windows 95 version 
which runs in SVGA and gives a very good field 
of view to players, and there is a DOS version 
which behaves much like the original Command 











and Conquer — VGA only. The nice part about 
this is for inexperienced computer users, there will 
usually be one version that they can manage to 
run. Computer-wise, a Pentium 75 or better is 
recommended with at least 16MB of RAM. The 
game isn’t too taxing on the hardware, so 
someone with a fast 486 could probably play the 
DOS version without too much slowdown. 


One of the nicest features of Red Alert is 
ambiguously called “Westwood Chat.” This is a 
system similar to Blizzard’s Battle.net. It allows 
players of the Win95 version to hook up with 
their internet provider (If their provider handles 
PPP connections) and play multiplayer games free 
over the internet. Specialized services such as 
TEN and MPlayer offer dedicated servers for a 
price, but the free nature of “matchmaking” 
servers such as Battle.net and Westwood Chat are 
extremely popular — in fact, LucasArts has 
recently made some strong hints that they may set 
up a matchmaking server for their upcoming 
games such as X-Wing vs. Tie Fighter and Jedi 
Knight. As with all matchmaking internet play, 
performance is usually less than with the 
dedicated services, but the value is hard to argue 
with, 


Westwood has capitalized on their talent to 
produce another winner in the genre they created 
single-handedly. Red Alert is very nicely polished, 
offers some nice selection of units, has more of the 
excellent cut-scenes that made C&C famous, and 
lastly offers good internet multiplayer support in 


Win 95. 


The game's only real down side is that despite 
all the new units, the actual gameplay is perhaps 
too conservative — in fact it still remains nearly 
the same since the original Dune 2. There still is 
no terrain elevation. The computer is limited to 
only one type of Al model. The game makes no 
distinctions between green units and experienced 
veterans. Line of sight issues are largely ignored. 
Units have strict limitations on what kind of 
autonomy they possess. Granted, the addition of 
naval warfare is a welcome sight, but that road 
had been crossed long ago by Warcraft 2. 


For fans of the original Command and 
Conquer, Red Alert is an excellent sequel, 
especially due to the added internet play — and 
for this reason phone lines around the world are 
burning up with the battles over Westwood Chat. 
Yet, for someone looking for some truly fresh ideas 
on gameplay in the real-time strategy genre, it 
might be worth the wait for Activision’ 5 
upcoming Dark Reign. 
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Running a live-action role-playing adventure 
is no easy task. There’s a ton of planning, 
rehearsing, preparation, and shopping. If you 
really want to run an effective LARP, you've got 
to get your players to forget the fact that they are 
grown-ups playing an elaborate game of dress-up. 
It's a ridiculous thing to watch when it’s done 
poorly, but a well-executed game can be truly 
wondrous to participate in. 


Cthulhu Live, a new release from Chaosium, is 
more than just a bunch of rules for LARPing. It is 
a guide to GMs on how to run a truly effective 
live-action experience. Over half the book is 
dedicated to making costumes, applying 
horrifying make-up effects and designing props. 
The guys at Chaosium went to visit folks who 
have been doing live-action Cthulhu for a while 
and took extensive notes and photographs. These 
folks really know what they're talking about, and 
the book reveals all the fruits of their knowledge. 


Live-action Cthulhu is a little different than 
other LARPS that involve many people. 
Crhulhu LARP usually only needs a few players 
(3-5), making it feel more like a traditional 
gaming session. There are usually a whole lot of 
extras (folks playing NPCs) and a single Game 
Master who guides the party through the 
adventure. There’s also a lot more emphasis put 
on mood and atmosphere than in other games 
(this is Cthulhu, after all). A Cthulhu LARP 
usually looks like a small group of folks wandering 
through a Jaycee’s haunted house instead of a 
group of fifty Lestat wanna-bes making gang 
gestures at each other. 


I've played in a lot of different Cthulhu 
LARPS, and the system in Cthulhu Live is one of 
the neatest I’ve seen so far. Character generation 
looks a lot like the table-top version. A character 
has four traits (Endurance, Education, Power and 
Dexterity) along with a handful of skills from 
their chosen profession. There are no dice used in 
task resolution. The GM has a list of target 
numbers for all the tasks the players will 
encounter. If a player’s trait+skill is equal to or 
higher than the task number, the player is 
successful. It’s quick and it gets the job done. It’s 
not very realistic, but the point of live-action role- 
playing is to avoid rules as much as possible so as 
to not disturb the atmosphere. 
















Combat is rather clever. Players have a set of 
combat cards they use. When a player is forced 
into a fight (and trust me, nobody wants to get 
into a fight in a Crhulhu session, table-top or 
otherwise), he adds up his Dexterity+ 
Weapon/Hand-to-Hand/whatever. Then he 
chooses two cards that add up to that total. The 
first card is his Attack Value and the second card 
is his Defense Value. The character with the 
highest Dexterity goes first. He holds up his 
Attack Value and the defender holds up his 
Defense Value. If the Attack is higher than the 
Defense, the defender takes the difference in Hit 
Points. Then the whole process starts over again. 
There’s also a Dodge card and a Flee! card, so less 
physical characters can get out of the way of mad 
cultists, sickles, and ceremonial knives. 


Old school Cthulhu players will have 
questions about the game’s most important trait: 
Sanity. All the monsters, spells, grisly sights, etc. 
have a Sanity Target Number. If you encounter 
one of these things and your Power is lower than 
the STN, you lose a lot. If your Power is greater 
than the Target Number, you only lose a little. 


Live action role-playing can be silly or one of 
the most intense gaming experiences you've ever 
had. Old school Cthulhuites should really check 
out Cthulhu Live. The rules have a ring of 
familiarity that will allow novices to pick it up 
quickly. But, to be honest, the rules are truly 
minor compared to the tools, techniques and 
advice this book provides to GMs of live-action 
role-playing events. | highly recommend it to 
experts and novices alike. If you've had a bad 
LARP experience, check this one out. Cthuhlu 
Live is definitely the way it should be done. 
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